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project (I'd like to 
did I would have to 


T here's been a air 
of real excitement 
in the office this 
month. For a start it's 
nearly Christmas, which 
always gets us going, and 
then I returned to The 
One after completing 
work on my top-secret 
you what it was but if I 
you, and frankly The One 


needs all the readers it can get), which resulted 
in much joy and jubilation from the team - in fact, 
so far Simon has only told me to "Shut up, fatso 1 ' 
twice. We're all so close, you know. And do you 
know what? I think this party atmosphere has 
flowed over into this issue of the magazine. And 


being the season of giving, we've even got a spe- 
cial Chrissy present for you - Galactic: The Xmas 
Remix, a complete game by Stavros Fasoulas- 
Hope you enjoy it! Anyway, have a good un, and 
we'll see you all again next years. Cheers! 


4 CONTENTS 

This month we reveal the hot features you can 
expect to find in this issue and on what pages you 
can find them. 


€ BOOT SECTOR 

This month we reveal exactly what demos are on the 
coverdisks and how to play them 

13 NEWS 

This month we reveal all the latest developments in 
the Amiga games scene and tell you what effect 
they'll have on you, the reader. 


20 LETTERS 

This month we think of one joke and re-use it over 
and over and over again. 

22 WIN fiOOOi (worth of software) 

You can win over £1000 worth of games in this 
fabby Hit Squad competition. But be warned: this is 
no ordinary competition. 
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31 WORK IN PROGRESS 

The on-going Heimdall 2 saga continues in earnest, 
Virgin's groovy platformer makes its first appearance, 
Core's next graphic adventure is introduced to an 
expectant crowd... just the usual stuff you d expect 
from the most informative previews section around. 


46 INTO THE CRYSTAL BALL 

We've spent ages ringing up the majority of 
software publishers and asking them what 
plan to release over the next twelve 
months. But because many of them 
didn't have any concrete plans we 
had to make most of it up. 
Sorry. 


DAVID UPCHURCH, 


27 ONE ON ONE 

The team behind last month's stunning Liberation 
reveal exactly how they managed to come up with 
such a tip-top piece of software. 


aw* 


Virgin and Probe have 
teamed up to bring us 
one of the best arcade 
conversions for a long, 
long time. Find out 
exactly how great it is 
with our four-page 
review 





GAMES FEATURED IN THIS ISSUE 



BUBBA 'N r 
IS T J 

Quite possibly the slickest game 
ever to come out of Core's soft- 
ware stables. Run, jump and skip 
your way to out massive review. 


53 REVIEWS 

The ultra-violent Mortal Kombat makes a welcome appearance along with Fury 
of the Furries, the surprise hit of the month. On top of these, you'll find Gene- 
sia, T2: The Arcade Game, Lamborghini, Microcos... oh, just take a look for 
yourself, why donteha? 

90 WIN A MORTAL KOMBAT T-SHIRT! 

Virgin Interactive Entertainment are so chuffed with how well the Mortal Kom- 
bat conversion turned out that they've decided to offer you the chance to win a 

copy for free, along with a special Mortal Kombat T-shirt. Are they great, or 
what? 



93 REPLAYS 

The new games from last year are just about to 
appear on budget so you can either flick through 
our last Christmas issue or read this bit. It's up 
to you, really. 

98 KILL ZONE 

Tou really wouldn't believe what tips 
we managed to cobble together 
just as the issue was going to press, 
so why not turn to page 98 immedi- 
ately and find out? Hint: rearrange the 
words Soccer', 'Park', 'Jurassic 1 , 'Body', Kid', 
and Blows' and you'll have some idea. 

115 PD ZONE 

Christmas is the time for giving, but if you 
give away Public Domain software then you'll have 
more money to spend on yourself. Brilliant, eh? 

120 BACK ISSUES 

s your collection of The One not quite complete? No problem - we've got loads 
of old issues we re willing to flog off. 

123 WHERE ARE YOU COMMODORE? 

David Pleasanee, Commodore UK's joint Managing Director, has a end-of-year 
chat with The One and outlines hjs plans for *94. 

126 RECOMMENDED SPECIAL 

were going to compile a collective Top Ten of Amiga games from the past 
year, but we couldn't reach an acceptable compromise. Which is why each 
member of The One team has fisted his favourite games from '93 

130 NEXT MONTH 

The usual crap. Only with David Upchurch instead of that four-eyed git. 


INTO THE 
CRYSTAL 
BALL...46 

Wondering 
exactly what 
games you'll 
be playing 
over the next 
twelve 
months? 

Then wonder 
no more - the 
biggest round- 
up of 1994's 
games can 
be found here. 
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GALACTIC 

Stavros Fasoulas 



If I was to say 41 H0 HO HO!", I think 
you J d know where I was coming 
from [and I don't mean live from 
Norwich). Yep, it's Cbrimbo time and 
if there's one thing we love to do at 
this time of year {apart from play 
drinking games) it’s bestowing gifts 
upon our beloved readers. Well, now 
Is the time to sit under the tree with 
your eyes closed and your hands 
open, because Uncle Upchurch is 
reaching into his shopping bag, 
pushing aside all those special inter- 
est" magazines that he collects, and 
pulling out something very sparkly - 
and very FREE! Whatever could it be? 
Well.,., 

About a year and a half ago (in the 
June issue I'm reliably informed by 
Simon J ' Wealth Of Crap Knowledge' 
Byron), you may remember that we 
had a coverdisk demo of a game by 
Stavros Fasoulas that went by the 
name of Galactic. It was incredibly 
strange and incredibly good, and 
everyone was incredibly excited at 
the time. We've had a lot of calls 
since then from anxious readers beg- 



ging for details of the game's 
release, but sadly it never appeared ., 
(Times passes.) 

Here we are, teetering on the 
edge of 1993 and about to tumble 
headfirst into 1994, bearing some 
good news: You are a winner! Yei, 
just by being a reader of The One, 
you have in your possession the full 
version of Galactic: The Xmas Edi- 
tion. 

Now things get a bit surreal here, 
so we'll take this chunk by chunk, 
direct from the author himself 

BASIC RULES 

It's Christmas Eve and Santa is hav- 
ing a horrible dream in which the 
creatures from his deck of playing 
cards have assumed a life of their 
own and are running riot through- 
out his large castle. Unfortunately, 
being a caring 9Q‘s fellow, Santa 
has derided that he can't wake up 
until all the cards have been safely 
captured. Then and only then will 
he be able to leap into his sleigh 
and deliver presents to the sleeping 
kiddies. 

SOj you see, it's an important 
task and no mistake. But what does 
it matter to you? You're just a hum- 
ble reader, aren't you? Well, you 
may have been once but now 
you're Santa, How do you feel 
now? 

To trap the creatures Santa must 
run around the castle chucking 
cards at them (by pressing fire). 



Once hit, these creatures revert to 
playing cards and begin to fall 
towards the floor where they turn 
into collectible bonuses, If, howev- 
er, you manage to catch them 
before they hit the floor then one 
of your two energy bars will be 
increased, depending on the colour 
of the card. 

Two energy bars? Yes ■ Santa 
has developed the uncanny ability 
to change suits [either pink or yel- 
low), and the corresponding bars 


at the top of the screen indicate 
the health for both suits. The bar 
representing Santa's current colour 
will deplete during play, so make 
sure that you swap between suits 
(by wandering into the miniature 
blue Santa) or collect the cards 
before they hit the floor. The game 
ends when the currently-controlled 
Santa's energy bar reaches zero. 

When two creatures of different 
colour hit into each other they'll 
become trapped in crystal balls - 


Move up/Jump/Direct rapid fire 


Throw card/ 

Hold down 
while stationary 
fpr rapid fire. 


Move lefty 
Direct 
rapid fire 



Move downyDirecf rapid fire 


Move eighty 
Direct rapid 
fire 





BOOT 


SECTOR 



4 


‘So here it is r Merry Christmas, everybody's having fun r . Well J r m bloody not! I'm far 
too busy to even remember what fun is. But that won't stop me from showing you 
around this months bumper Boot Sector. Glass of sherry, anyone? 
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EMPTYING YOUR STOCKING 

1. With a mince pie in one hand; take the desired disk 
from its wrapper and place it in your festive disk drive. 

2. Looking out for Santa* turn on your Amiga 



DISK B 
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UE (A1200 only} 


3, With a glow in your heart at the joy brought to 
children world wide at this time of year, use the function 
keys to select the demo you want to play. 

4. Have a bloody good Christmas. 





these need to be collected to 
release the creatures again. If a 
crystal ball hits the floor then it will 
turn into a toy and the opportunity 
to kill it and collect extra energy 
will be long gone. Once you've 
cleared a castle of all creatures 
then you'll have a few seconds to 
sweep the floor clean of goodies (if 
you manage to do this within the 
time limit then you'll be awarded a 
huge bonus) and then it will be on 
to the next level. 

There are a number of bonuses 
and power-ups to collect through- 
out each level which are as follows: 

* Toys increase your extra play 
time, which is given at the end of 
each castle. 

* Bubble gum, drinks, ice cream, 
coins and musical instruments all 
cause various different effects - 
you'll have to experiment to see 
what though! 

* The warp feature can be used by 
the more advanced players to enter 
higher level castles faster. To warp, 
the Santa must trap all of the 
escaped creatures in the cards. This 
is only possible if no crystals or 
cards are allowed to fall onto the 
floor (since that would turn them 
into a toy and the creature inside 
would be lost), 

BONUS SCREENS 

There are also a number of bonus 
screens which appear every so often. 
These are as follows: 

1 Santa will be taken to a bonus 
arena once in a while where he must 
defend himself against the jokers. 
Jokers disappear mysteriously if you 
try to trap them in playing cards, so 
extra energy won't be available at all 
during these screens. 

* During The Love Chase, Santa gains 


points by managing to avoid the i 
amorous attentions of the love-hum I 
qry women for as long as possible. \ 

ADVANCED TOPICS 

Just to keep you on your toes, there ! 
are a few additional things that pop j 
up on later levels. Here's what they I 
do and when they do them: 

* The glass bricks are introduced in ] 
castle thirteen, 

4 A glass brick doesn't release any- j 
thing when shot. 

4 Glass bricks destroy any object that \ 
falls on them, 

* If a crystal drops on a glass brick, a ! 
new creature will be born to replace | 
the lost one [this creature will be one I 
level higher than the previous one). \ 
Also the empty crystal ball can be re- \ 
released by hitting any of the [ 
coloured bricks, 

* When an empty crystal ball falls on ■ 
a coloured brick It transforms it into j 
a glass brick. 

THE PAINT GAME 

Every castle that has glass bricks also j 
has paintbrushes. A certain paint pat- j 
tern is introduced at the beginning ] 
of each castle and to gain a huge : 
bonus score try to paint the whole of \ 
the toy floor to repeat the wanted \ 
pattern To colour a brick, just] 
bounce the brush on it. Only one] 
brush can be picked up at a time. A] 
brush is dropped by pressing fire] 
(note that if the Santa is too close to j 
the toy floor he will pick up the same = 
brush immediately after dropping it}, j 

ER f THAT'S IT 

I know it all seems a bit complicated j 
but. once you get going, if 11 all make l 
sense - 1 did say that things were] 
going to get a bit surreal didn't 17 

THANKS MATE! 

Me J d like to thank Stavros 
Fasoulas for allowing us to give 
away this specially-treated 
version* Please note: Stavros 
Fasoulas still holds the world-wide 
publishing rights and, as such, it is 
illegal to duplicate Galactic: The 
Xmas Remix. 



Gremlin 




What can I say? He r s back and he's 
beautiful! A quick glance at our two 
page review of Zool 2 will leave you 
with no doubts about his greatness, 
but just in case you do need further 
convincing, load up this stonking 
demo. 

Yes, we are the lads to come to if 
youTe looking fora full level of Zool 
2 - and that's official! Here's your 
chance to sample first-hand the 
game that's already being described 
as 'a platform game/ 

The aim of this level is about as 
simple as they come - collect 99% of 
the collectible toys, and then make 
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your way to the exit. An indicator in 
the bottom left of the screen will 
give you a hint as to the general 
direction of the exit, while the adja- 
cent counter will show exactly what 
percentage of toys you r ve collected 
so far. 

There are a num- 
ber of baddies across 
the level that will do 
their best to drain 
your energy, and 
eventually take one 
of your lives - but all 
is not lost. Some bad- 
dies will release ener- 
gy hearts when 
killed, and there 
are also a num- 
ber of Chuppa 









Chups signs which,, when smashed, 
will release energy icons. The Chup- 
pa Chups signs may also release spe- 
cial icons which may reward you 
with anything from a shadow c(one r 
to special shields, etc. Oh, just exper- 
iment and you'll see! 

Also, be on the look out for any 
hidden rooms lurking behind false 
walls (there are enough of them) as 
they contain some of the loveliest 
gifts since, well..., these demo disks 
really. 


If you jump and hold down fire, 
you'll go into a spinning attack 
which, apart from killing all known 
germs dead^ is good for bashing 
through weak platforms and areas 
of the floor, although Zool can break 
through platforms from heiow. 

Look, if you've got any doubts, 
have a read of the review on page €2 
and I'm sure that it'll all become 
clear. Right, I've finished talking - 
you can all go and have some fun 
now. 



Shoot/ 

Hold for power- 
up shot; hold 
when jumping 
for sword spin 


Run/ 

lump left 


Run/ 

Jump right 


Jump/C limb 


Duck/Sllde when running 


******* 



Shareware 


Hey I Got an A1200? Feeling lonely 
and unsatisfied? Well stop you r 
weeping because we're here to 
sooth your troubled mind with a 
stunning piece of shareware. 

If you r ve already flicked through 
this mag (which I’m sure you did 
about eight times in WH Smith 
before buying it and taking it home 
to meet your parents), you may have 
been strangely drawn to the well 
written and highly informative sec- 
tion known simply as r PD Zone' Just 
in case you haven't read it yet (well 
it r s possible, I suppose) you'll find 
the highest ever scoring PD game in 
there, going by the name of Beetle. 
And guess wbat - we've got a demo 
of it for you. 

I'm working on the assumption 
that you've jiust flicked forward to PD 
Zone and now know more about 
Beetle than me, so I'll avoid telling 
you the same thing over again, but 
Suffice to say that this demo includes 
a decent chunk of the total levels, 
not to mention one of the sub- 
games.. 

Make full use of the options to 
choose the Sjpeed, sounds and levels 
you want, and then get into some 
Serious grub collecting and baddie 
bashing as you try to work your way 
up the garden wall. 

At the beginning of each level 
you'll see a tiny fruit machine going 
round, and should you get three in a 
row, youll be treated to extra 
points, lives, or a sub-game. 
We're also lucky enough to 
be able to bring you a level edi- 
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tor in this package, so once you've 
completed all the screens in this 
demo (if you ever do) you can still 
enjoy your own customised levels. 
The editor is fairly instinctive, but 
has instructions included anyway 
(just in case you're not a very instinc- 
tive person, I guess). 

I'm sure you'll agree that this ii 
one of the best bits of PD that we've 
ever managed to bring you, and just 
remember that this is Shareware so 
send your dosh off and enjoy the full 
version complete with all the levels 
and sub-games. You won't be dis- 
appointed, believe me. Oh yeah, and 
don't be surprised if you find your- 
self humming the tune for about a 
week - we had to sedate David just 
to shut him up. 
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MY CRACKER 
DIDN'T GO OFFI 

Due to the large number of 
disks we duplicate, some may 
not 

go bang (Le* wqrk) p and some 
of the jokes aren't very funny 
either. We're very sorry if you've 
got one of these r but don't 
despair - help is at hand. What- 
ever you do DON'T SEND THEM 
TO tJS! Instead, send them to 
this address with a SAE for 28p: 
The One Coverdisk Returns, 
PC Wise, 

Dowfais Top Business Park, 
Dowlais, Merthyr Tydfil 1 , 

Mid Glamorgan CF48 2YY, 
Once you've done this you can 
stare up the chimney and wait 
for your replacement cracker to 
arrive. If you think that you can 
solve your problems down the 
phone, call the PC Wise helpline 
on (0G6S) 350505 between 
10:30am and 12:30pm on week* 
days. Just in case you r re really 
stupid, I'm cleverly substituting 
the word 'cracker' for the word 
'disk'. Well done to those of you 
that spotted it first time round. 


The Small Print Bit 

1. Whilst we here at The Qne make 
every effort to check the disks for 
all known viruses, we can accept 
no responsibility for damage 
caused by viruses which may have 
escaped our attention, 

2. The One and its retailers are not 
liable for any unnotified changes 
to the contents of the coverdi^ks 
which may occur. 
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AMERICAN GLADlAT<JFI&.:NDf 2) ,, ...16 99 

AiMOH . 6 flfl 

AAOttER WORLD ,,, |2qfl 

APIDVA . 

APOCAJ.VJSSE (1 MEGj „ „ 7 

ARABIA* NIGHTS . .. 

ARCHtR MACLEAN SPOOL 

ARKAN0B2 

ASSASBlh H MFCi , 

ASSASSIN RE MIX . 

6 A.T2 ' 

3 7 FL Vint r DRTfi'ES?. M MEGl 
BATUAN RiTUHNS 
HA I MAN THE MQV|E 
BATTLE ISLFlO 


.0.40 
.. .10.4ft 

■ - MS 
■ 14 49 

,. ..7 99 
..12.49 
■0HH 

- 

■ 17.49 
H.14LH 
.„..7*9 
.... ii.it 


■ ... M4-* 

■uii.7 #* 

K 49 
......14.40 

....10.40 


battle of Britain 1T *g 

BEACH VOLLEY fHCll 2| r yq 

BENEATH THE STEEL $K¥ i 1 MEG I SD 

BihiF factor (i ueoi . 

BILLSTOMA.Ta OaHE 


blade of destinvii uegi 
MLAETAR |T MEO) . 

■ LOB fl MEG) „ 

S.lES raothets 

sob s Gao oat 

BODY #LOW5 f! MECi 

BOOy OLOVpT-s |A I0WI VEHBION) . 

BU&V PLOWS C*l aCTIC |l MEG 
hODY BlOA'S Cal aCIio i A" b 1 >. yF 
tlPIAAi THE LION 

■ I v H BA M ST IJ 

BURNING numirp 

BURNING RUBBER l AIWfr V| PSIOVi 
CADAVFn (Noia; . 

CAESAR n MEDWNO^h 
CAESEP DELUXE 
CAMPAIGN dl Uf r.; i 

CAjMPAIOM 2 1 1 MEG) 

CANNON FOUOER [1 WED) 

CARDIACS 

CELTIC LCOENDS 

CHAMpONBH?F MaNAOCP 93 

UPDATE SMK |1 MEG) „ vj || 

CH4MPIDK’3hll> MANAGER- ITJ.TH h MEG >7 9H 
C^AOS ENGINE if m 

chaos fno^e iai 2 t» n 

CHUCK hock 2 0 ME Cl 10 H-g. 

civ ^A tidn i * Mf G). ::i: ££ 

CMAL ISATTDN |A 1 390 VERSION) 1ft 40 

Combat Aifl patrol 
come-at classics 


23 49 

.. ..14.40 

14.40 

,f *B 
... IT-99 
ie.*t 
. 19 49 
.17.43 
13.99 
.17.99 
.18.00 
.17.00 
1A4? 

9 49 

. 13- 49 

18 49 

„ ....... ..22.4« 

.......... . 22.00 

...20.40 

1*5 

1*4B 


...... ..20 4 M 


i F Jf»I^V ,<l '5 lM5LE 2 ’ ATTACK SUB 

team VANKlc; [1 MEOUNCMa) 


JUNE 2 9 A I Tl( FOR ARRAkiS ri MEG lXL 4M 

ounqeon master a ' * 

CHAOS STRIKES BACK .'1 W£Gl t j ^ 

□¥NA blasters. ^43 

ELITE 12 gq 

F. ’ll Ji^RCNTiFR:,., v-eg. 0 0^ 

ERlL- |l MEG| id bl 

CSCape froutni flaheto^ The 
NOBOTMON^TIre «N01J| JJ* 

E UHDPEAAI CH AMFIOAIS fl MEG) 1 7 Sg 

lUI St L HL fl EHOLDg lTrSsim MED) 13 SS 
EVE Uf TliE 0EHCH.DPR 2 f | MED)... £4 49 

FllBC*|ARI!H1 UEG| IT&D 

Fl Vi STEALTH FiGHTEH 2 j 0^1 MEOl 22.H 
TISSTHIKE FA^LE £(l MEC-I ........ 1240 

F'7 CHALLENGE Ifl I? 

FT9STCALTH FIGHTER JNOf>) 

F20 RETALIATORil MEG| p iG 4fl 

FAiLES ILFIEIVB® - 

LECE.'hO OF KVAanra iNDIlln MLCi 23 99 
I- ADL OFF ICE HQCKEV *NG' 2 ■ <1 ifj 

FANTA&TIC WORLDS 
IFEALMS. PLATES. MEGA LO MANIA. 
FDPULQmS. WDNDERLAnO'i 

|1 ME<S| |W1.2| , n 4 q 

FlIISI DIVISION .UANAGEn- „ ..i.sz 

Ru$T SAIAJRAI f UeciALONAhlA|NGlZH 3!sS 

Flames op freedom rMiDWiNTtn 211 d 00 

f LASMBATKo MeGi „ »H 

FOOTBALLER 0# THE TEAR f (NOI 2 1 . S At 
FORMULA 1 GRAND PRIJC .. .„ , , li 2 
FUT4JPE WARSfNDI2| ... i U 4H 

□2 1 1 meci.. 

GAUNTl.IT I. 70s 

GEAJtW&»K& ist-a 

GENC*LA(1 UEQ| 

G*0UL5 N‘ DHOST^ 

ClCbdule 

Goal 

GOBLIIN9 2 

GOLF WORLD CLASS IF ADERBOARD 0 
GRAHAM GOOCH DATA D*SH 1 3 » 

GRAHAM GOOCH WORLD 
CUSS CRICKET n M€Oi . .. . 14 .4 a 

UHAhAM TA ylOH S 

SOCCER MANAGED (1 UFOi 0 4 o 

GRAND RHix ClflCUIT . 

GUNShip 2\mtf UE&I .... 

M£aD OVER HEELS 
HtROQUEST t Cara DISK f,*vOl7i ' 
HERDQUEST 2 - 

THE lFGACT DFSOflASlL fl WED! 

HILL STREET E lUES |NOl 71 

«lRE&tVWfi[1 HEO „ 

MlSTOflTLIME 1 01 4-1 3 J | MEGl 

ROlLtwodd collection 

idOBOCOF GHOSTBUSTERSI 
INDIANA JONfS ACTION. BARMAN T 

HEMOMlElUiSlNQP) 

HOOK , 

HUMANS Z |l MEG) .. 

HUM*NS DATA DISK IN012I. 

HLiN-EPiNoiai . .. 

IMMORTAL ^013) ’. " 

INDIANA JONES 3 ACTON 

(PATE OFATLAMTlfi) . . IF It 

<N D ANA JONES ACTION . ^ 

INDIANA JONES ADVENTURE n 

INDIANA JONES FATE Or ATLANTA 
AD . I-iNTUREiT MED) 24 jq. 

INNOCENT 1 1 MECjl 1:9a 

INTERNATIONAL RUGBN CHALLENGE 7 99 
lEHAfl 2 - LEGIONS OF ChA«Q& i \ MEGli B -1^ 
fcSHAfl 2 ■ LH&IONS DFCHAO& ' 

I A1 ivt Vt 4yiOSI| . 10 99 

IT CAUC FHOU THE G-EBERT PUJS 
ANT HEADE DATA GlSft /J MEOl 14.34 

JACK NIl KLAljS COLF....^..,.. L . ft 49 

JAGUAR XJVK'H WED I * 4 u 

,AWESROHD 

JPMMT VffliTTEE, SNOOKER' rl si 

JINATER ’M'EOROUS). 4 *| 

JO«N MADDEN S^U.&I FOOTlflAlLL. .. .I7.« 

■JURASSIC PARK 1 1 MEG) . 1T|* 

JUPAE5IC Park [A 1 200 Y FRsI’JH . 1* 40 


POOLS DF DAflKKESS 

9.99 



ULTIMA 5 

9.49 



0 MRSTEH + CHAOS 

13.99 


MAGICIAN S CASTLE (llUEDl .. 2ft 49 

MAQICLAN&mZZT 7 99 

WANCHiSlER UNITED ., g *0 

MANCHESTER UNDE DiURO^E H4f 

MANIAC MANE-ON |NOiZ 1 in » 

MICRO MACHINES icqq 

MtCKOPHCSE M>GOtF(l MEGl 12 H 

MCWINTER INOlJl .. i a49 

UE&J I. tn.ifi 

MONOPOLY 1 qm 

MORTAL KDMBATfl Mifti 204» 

MR NUT£(A I20CiVERSibN| 10 4H 

NF W Z£ AUUiS STOAT l NO I 2| ... . J 39 

NiCK FALDO E-GOlF 

NICKT BOOM 2 
NIGEL MAN&CLLS 

wcfliD champ ship n mcgi 
N iGFL «a.nsell s WORLD 
Champ Ship ;Al 21.M.1 VEP&®N) 

NIPPOW 5ATES |1 MPg; 

NO SECOND PRI7E 

One step beyond it megi .. 

Operation silalth iNoiti 
OFERaTjON wolf 1 Nu I f| 

OVERDRIVE IT MED I 
PANG 


LEMMINGS 

12.49 


3T£ Vt DAVIS SNOQKEA iq ta 

STORM MA5TEJ1 !Diq 

&ip-EET™HT£R£ 1CSS 

*tra«ER \i MIC) 0 90 

STUNT CAR RACES (NDl2) 7 D& 

SUPER CAPS | HOI 2 j ... . 7 4* 

SUPER CARS Z (NOP) 


SPACE HULK 

22.99 


-...14* 

— iMi 

- ?0S 

1S.S0 


... .S *0 
ZZ.09 
7*» 

■ 

ss 

■ -,0.i0 
,..ZZ.*0 
ZZ 09 


-*.09 

-II *0 

10 00 
I B *9 



7W 

IV-U 


22.49 
IS.49 

8 00 

14 4S 

, ... 20 49 

...IB 00 

.14.99 

I I -9 

7 » 

-,..14w 

HHHBHI ) q® 

PANEA KICK BDKIN6(H6lBi"7i;;Z"![-! *S9 
PAjh A30L BTAR3 » qq 

RATJHCLAN (1 MEOl AN 

PERIHELION I i MiQ) Za 

- a GA. TOUR GOLF * COURSES „ .. 1000 
PC A TOUR GULF COURSE Di$K 1 1 « 
PINBALL OOUBLE RACK 
FH.Sa.l DRLAH3 6 FASl AN r Si IT HEOktl 4H 
FWiBML DREAMS Fl MEG) .. .. ..Tj.i? 
PINBALL FANTASIES , 10iq 

gjWTMfiW..., ZtoM 

WTFIGHTER JM 

POOLS OF OAflKNEES 9 & 

FOPJLQUS t RROMSED lAJiOS |N013i 10 49 
POPULOUS 4 SLU erv .... ... 1 7 40 

POPmOuS Z«: I MEG| -r 
CHALLENGE DATA &Sk Jj <p 

P&PULOUB 2 CHA4LE NGE 

DA -A DISK |1 M£C) 12 4# 

POWER itP 

I'-HASE HO. TURRiCAlK > |JVT. 
altered BEAST RAlHiLlOW ISLANDS|1«.«0 

prlmier manager n neo) . .9 00 

RflEMlEH MANAGER 2 FJ M@l) M 

PREW ERE ; ! MEGl .. . 11.** 

PRIME MOO-tR 174* 

PRINCE OF PERSIA |f M|0l i' W 

PRO TENNIS TOUR 2 _ ijib 

PROJECT 5? (SPECIAL EDITION) ■; I MEGl m « 
WfflOSVFI MEQ.) „ ZS i0 

PUSH OVER |1 MBS) ilJ +t 

Guest a glg*y is^dodwvch. 

MiDWHrpii Cadaver, bath no i zi 1 1 4* 

DuESTRCiN 2 r5SI)FNCnai ftqg 

□wak„., S3 

R TYPEiMDIZI 7 qq 

RAILROAD TFCOOn |1 MEO) Ti i0 

n ais &ow collection 
I Rupble bdbblf. Rainbow islands 

N£W ZEALAND SfORV| ,NOP j j * H 

RALLY |T MED) JO 49 

RAVHG MA[J 

(MEGA TWINS. JAMES RCN&Z- 
RDBDCOO. RODa-ANQ) n -80 

RFACHrDHTHESMlt M.« 

RlCKDANGERDUiihaia) 7- M 

HOAD HASH 1 7 .9» 

ROBWHCHMNLEGEND QUEST 7 00 

RDOCCDDAEG FAIiOO VFHSIOS I . ...1S40 


SUPFfl PROG fl MFC) ., 

S^lPtR HANG ON 

Super hero.. . . . 

SUPER SPACE *¥ADER& g J5 

SUPER: TETRiS . ..., B irf. 

SWITCHBLADE Z *"NC ‘ 2i , . S4V 

SWlV|HOP) , . .. j3 

SYNDICATE fl MEC) . j? 4 a 

TZ |COINOP| )l Mt-ijJ a> 4 g 

TERWWATOR j M 90 

TF'A (Al 20P VERBlONi . . 22 90 

t HE Bl ue 4 TME GREV |1 HEO| I 8 .» 

T»E LOST TREASURES OP INrOGOU 1 r 
|20 CLASSIC INFDCOM 1 E XT 
ADVENTURES) FNOl $| „ iJau 

iMf ■-L^-_E-S ...jq 

THEATRE OF OfATH M 40 

THUNDERhAw* a qq 

TITUS THE *0* s'+s 

TORNADO Fl 4SQ1 JlJt 

TRAhfiARCTlCA .Ift4* 

TftOJfiN ■ ALIE J. FLIGHT PHftZLP GAMEj J 14 
TROjAiN-CYBER assault 
(Light P>>A2ER£AMr-| , fM 

TROJAN -FJRESTAfi 

FLIGHT PHAZER GAU£) 7 ij 

TROJAN THEgHFORCEH 

ILK3HT PHAZfR GAME| 

TURRICAN „ „ 

TURRlCAN 9 " 

TURRICAN 3(1 MEG| ... 

TV SPORTS FODTSAi L INOI2I 

ULTIMA 3 04013) n 4 -a 

UPIDIUMSU m<-l- it-» 

UTOPIA. * DAT K DISK H« 

VlK'SGS ■ FIELD Of CONQUEST fl MEGiH 49 

VRODM |HCnZ3 1140 

■WALAtfi _ iramiul , >4 99 

WAR IN THE GULP 10 99 

WARZONE - 1MI 7.B.fl* 

WHEELS OP FIRE 

H.qflC tJMlviN'. POWERORirf. 

ch*sl h.o turbo Outrun; i noizi mi 

HHtN TWO wOl lL|>y WAR ! I MEG| J ■ J9 
WING COMWA-gLipH I i -MEG) 

WLZ ’N" LIZ . 2ft 4§ 

WLZ KID „ 174# 

WONDERpOG . ‘ " Ifi M 

WOQOvS WOULD . 1790 

WWF WRESTLE mblZl * 44 

WWP WRESTLING f(l MEGl IT tf 

XENDN 2 MEGRIuir.. Mt 

A MAS IlEMMINiSS-,. |iu 

TO JOE! - jg' w 

ZAK MCKRaCkEN INOIJI 1949 

ZOOLHMIS) 1049 

ZDOL |Al?fH) VERSION i ... 1ft 40 

ZQOL 7 1 1 MEQ)..„.. 48.90 


AMIGA UTILITY 

JD CONSTRUCTION kft 

iwith free tutorial videoi i 2 4* 

sasar 1 **™ 1 — 

(FIRST STEPS TO PROGRAMMING) .ft 40 
AMOS OROFE5SIGNAL 



,.,..7 4* 

7.99 

.....7.90 
...i7.0fl 
H *0 


AMIGA EDUATIONAL 

ALH ENGLISH 111-1* VRE-i , I h >0 

ADI FRENCH fia-lSTHSi ..... . 

ADI FRENCH jlJ-14 TRS) .. liW 

adi junidh counting id-f yRS) .. .. 14 49 

ADI JKJHlOR READING 1 44 VRS| 14 AU 

A &• JUNIOR READlNC |8-7 YRS| .. A J0 

MATHS fll-1} VR*j ,.1UI 

■u.1 E.H 


(KtOFESSIO^L VFRSlON OF WORLDS 
BEET SELiINC GAMES C REATQR) 

MCRE DDUMAnOG. MORE Fl £ X A II UTY 
AND BETTffl USER INTERFACE . 32 4* 

AMOS PROFESSIONAL COMFILER 
(COMPILES AND SPEEDS UP 
PROGRAMS WRITTEN W AMOS, FR&y 
AMOS OR AUflS FflOFESSIOWALI Z4 40 
DELUXE PAINT S I WITH ANlMAT«ONl 9 K 
DELUXE PAINT 4 ri MED) 

|HAM MODE ft ANimaTiUV) .... Sftjn. 

D^LUa E PAINT 4 (AGK FDR AMIGA 12(H) ' 

works m 258 colour 
a kid NEW 9-BIT Ham mode . 84 49 

HOME ACCOUNTS s'f9 

HOME ACCOUNTS i 35 4 * 

KIDPlX.lMEO) 104* 

KIND WORDS J WOftD PRCHtlS&OR 

(SUPERB FULLT FEATURE D 

Package FDR LOW PAiCEl ...... . 3 tj m 

mini office :wdrd processor, 
spreadsheet, database 

AND DISK UTlLlTiESl 355 W 

FO TAE-K (1 MEC-I GOOD VALUE SIMPLE 
FC EMULATOR ALLOWING IBM PC 
APPLICATIONS TO BE USED ON 
YOUR AMIGA. PLEASE NOTf THAT 
THIS Ifi NOT SUITA S _£ FQR WINDOWS 
OR H)Sh iND APPLICATIONS 
REQUIRES NS DCS OR ABOVE 

SUPPORTS HARD B4K DRIVE J* « 

PEN PAL WORD PROCESSOR . \T 

POWERWDRKS 

(maxiplah plus spread^fct 

*LB*PWD*-« 2 WORD PROCESSOR 
INFQPIL* DATABASE! IHOPi . .. .18--. 
PUBLISHER CRAGF . AYOUT RACKAQ£L 
DAN PRODUCE HLACK AND WHITE 

NE WS-lETT£RS.FLTERS, annual 
REPOR fl AhO MAGAZINES 
ACQUIRES ONE EXTERHaLOKK DRIVE 
OH HARD DRIVE 1 1 MEG) . NO 1 2 ; 55 

t EdNOPL US BuSlNE SS RAC K FQR AMIGA 
iWCRDWOffTH WORD FRODESSD* 

K SPF EAG | SPREADSHEET A v£> 

K DATA CxaTaB ABE) i'1 MEQ j i* *0 

wordwortm VJ WORD ph&ces&dr 

(1 MC&. AGA DOMPATlBLi) M ip 

W0R5WOWTH VI. l E aumA &» PLu^ 

WORD PROCESSOR 

ISPECIAt ENHANCED Z MEG MERJiDn 
VPTH 1 MEG UPGRADE FOR A&mP) « 49 
WORDwQflTH VI IE AMIGA r4lll WORD 

PROCESSOR 

■‘SPECIAL I ; NUANCE 33 MiG VERSION 
WITH 1 MEG UPGRADE PD« ASM) ... ,.0f *0 

AMIGA CD 32 
SOFTWARE 


CQN^CTITIQN 
PRO EXTRA 

jDystk# 
Clear ease, 
MIGROgWitC 
HED With 
AUTOfipe 

1T.W 


BOLiiSTICX 
HAND hFi U 
JOV9T1CK 
MICRO- 
9WKHD 
AUTD*RRE 
ID 99 


l 


OUlCKJDf 

Oil 

JOVSTIC- 

yiiiRo 

SWMTChEd 



QUlCXSHDT 
I 24F 

MAVERICK. I 
JOT&TICiX 
AUTCFlHK 
1100 


1 


QUCXSH0 T 

ISJFPyTHDN 

JOYSTICK 

AUTDFIRE 

■0.99 


@ 


FRESWHEEm. 

STEERING 

WHEEL 

IDi&lTAu 

2S.0t 


4i 


GHAWS 

JOYSTICK 

FDAW 

**DDedgrip, 

ADJUSTABLE 
HANDLE 
TENEIDN AkO 
PROGRAM- 
MABLE Fine 
Bl/TTQMS 


,v 


ItOMX 
SPEEDKINQ 
ANALOGUE 
JOTS TICK 
ENABLES 
FflOPOR- 
T1QNAL 
control ON 

Suitable 

software 

AlfTOFtfrt 

11 w 


a 


□UILKJOY 
TOP STAR 
JOYSTICK 
MICRO- 

SWITCHI2 
AgTQflRE 
IT 49 



SOQRPIQfU 

JUNIOR 

JCITSTIOK 

T.gS 



SDQRPlQn 
PLUS 
J&vftTlOK 
ARCADE 
STYLE WITh 
TURBO FIP2- 

a m 



SUPER PRO 
Z P STICK 
Micno - 
IWlTChED 
AUTDF1RE 
1 1.00 


VCH^IONI — .4*40 adi MATNS ) 1 3-13 THSl ., 

KJsHJp l I 59 ADI MATHS (l 3- 1 4 YRS) . . . 

- 73.49 AHOfl EASY 4F1R3T STEPS Trt 


I^LLWG RDMW IPfClZ] _. 
fl^RKE S DHiF’ 


CODl SPOT 
COOL WORLD Fl -MEGl 

CORPORATION . 

CORRUPTION iMTSCROLLS; 

■^REefehs ..... .. „ 

CH1HSE FOR A COFF-5E 
CRYSTAL KINC&ijM DIZTV 
Cyberpunk ,. . 

CYEEHSPACI n MEOl .. . 

DARKMEHF fl MEG) .. 

DAPK,5EEfj (1 MEG) . 

DENNIS , 

DENNIS (A I ZW VERS*0NI 
DESERT STRIKE |T meg- 
DiSmC'SABLE hero 

I1IZZY PANIC- 

DIZZY PflwCE ¥QLAFOU( 
mZZY S tJGELlLENT aU0CNT'J0E 
OQCFiSHT fl MEG) 

Q4MC (1 MEG | , , 

UQOdlebuo . 

DHACULA fl «MtG) 

DREAMLANDS 
■thansaruca. storm master 

iSHARhfl MEG) ! g & 9 

DREamweb fl MEG) jit* 

DUNt(l MEG) .... , ... 7£JJ 


1H 99 

7D45 

- T7 00 

nmia„ ..8-.9S 

7.4H 

tB.IB 

... ..11.00 

- ....13.44 

MM.- 1fj|t 

-M W 

3*i0 

3T.4B 

I0.*0 

-,™...m«TBA4 

m, .10 .4* 
.. 18-49 

*W 

,,-.-.7,99 
-m. ..18,49 

MM ZZ.^ 

IB.44 

11 44 

20 40 


KZ40 CUTJ3PU I| [1 MEG,^., . ...... 


KEVIN KEECiAN’&PLAV 
MANAGER (1 U EG I - 
KGB 

KICK on 


■ 10 99 

KICK OfF 2 (| MEQ) ftfCl i>7 .'.'.7.1.7 .".7 ,',',*2 
KINGMAKER 1 1 MEQS. ll dl 

KINGS QUEST I.. . TT5 

Kings DUEST 6 n MEGl * .. .. 22 99 

H NlfiHTS DF THj; SKY (1 MEG| - 2 99 

U5TY S SyPtR FUN HOMSi 1 0 mu 

LAST HhJA I |Pfdl2| TIB 

LEG END i WOA LO DF LEGEND! 0 -f* 

LEGENDS (KRISALISJ (1 MIG)..„ ia-w 

LEOENDS OF VALOUR .1 MEGQ ft 49 

LElSuflt S4fJT LARRY in MEGi .. IMS 

LlMMINGS DATA &I5K OH NO' 4 9t 

LEMMINGS t , m, ... 14 4 9 

j-IXI fjJtSS H ^ LEna ■* CDLF ‘ 1 MECn Z 40 

LILi*vHrAHT ... „ gi Iraq 

LOMBARD RAC RJULV 700 

lOflDOFTHERIN&i . ifjm 

■ UETVIK.IHQ5 . " 19 '^, 

LOTUS a - thi final 

CHAL-lEiuGE n FJEGl jNCiiai „..„10 J 9 

LOTUS TURhD CHALLEMOC 2 (NOI 2) .. -0 qq 
LURE OF The -EMPTIES 11 MEG; ' 19 49 
Hi TANK. PLATOON MEGL... || an 

MACCBOY ...... , .liS 


9,40 

B 95 

RULES Qf EHCAGEMEN^ 2 21 4* 

RYDER- CUP 

h vder cup [A’2lh) wmion) i* * 0 

..nil ME TEAM 1R Bfl 

OCHABBLE (US SOLDI ... ' 1 9 40 

Second samurai 1 1 mec i . 20.40 

SECRE^GF MpMK.EY IE4JU4D>;i MEGl 1Z.00 
SECRET DF MOKXEY ISLAND 2 |l MEGl 2+49 
SE VSIBLE SOCCER C9a * SIA*ON| 11 4n 
SH4DQW 0* THE BEAST 2 , AITh T BHRT| *.4H 
5«A&: !\v : .r - - e BEAST ] ia hm 

SHAQOWLANDB u4q 

SHADCrwORLDS(N012| h qq 

SHUTTLE M WECi . , j VJ'JI 

SILENT SERVICE ? Cl MEG) (NOR) 14r 4* 
S0 p City delude cUi city. futWe 

CITIES 1 TERRAIN EDITOR! ., 22 99 

SIM UFE I Aljfffl VERSIDWTl 22 90 

SIMDS T Hh SC’FCEHER | I MEGl .. .22 in 
&WDNTHE SORLEREB I A15fft(J fc'ERSIDh i/i Af) 

SLEEPWALKER tj 99 

SDCCtHKID 

MCCEH KID (Ai 200 VEHBDNl 1^43 

SOUP TREK ITHE 6EA9CH FDR STKKl .18.99 

SPACE CRUSA DE * DATA 04$K |N01Zl14 4# 

SPACE HULK 22 pq 

SPECIAL FORCES (1 Mt!GI 0 *0 

SPEtDBALLl- . . t-=4 

S^IHF OF EXCALIDUR jT MEG| |HtOn t 49 
SPORTS MA$T£fl& i 

SPGA GOLF >NQY 5 00 ADVANTAGE 

TEfirNis, European ChAMfiDNSHip s 

fcM2)p MLG)£ND12) .. . 20 4f 


I E W 

AMDS fASY'(FIHSTSTEP$ TO 
FWQCfiAMMINGl .„.. JJ40 

FUN SCHOOL 2 (a-4) „ . * 4fl 

TUN SCHOOL }j#-B) flJEl 

mi SCHOOL $ LZ-F YH9) m'*0 

HJWSCMOOL3I0 7YRS) 114* 

FUW SChCHDL 3 |7+ YRS| i 4 4 # 

FUN SCHOOL 4 |2-S YRSl 1* 43 

FUN SCHOOL +-JS? YH 5.1 . i4 4h 

FUN SCHOOL 4 .'?+ YlfcSl m 4M 

tun school special ■ 

«ERLIN‘£ NATH* £7-11 TfflS) . 18 99 

m school special - 
PAINT N CRf ate 

EDUCATIONAL ART |S+ YRSl IBt* 

FUN SCHOOL SPECIAL ■ 

1S-M 

— -0«BE] 1T.it 

*UlCRO ENGLISH if aa 

MICRO FRENCH ith 

MICRO GERMAN . 1799 

MICRO MATHS .... lj ‘95 

RO SCIENCE ) (1 -MED) |7 *9 

WlCftO SPANISH 1 1 MEG| . . 1? M 

HQDDY g PIO ADVENTURE IFOLiOW 
UP TO NODOY‘5 PLAYTIME I 1 T i* 

NODDY S PLAYTIME 
ltDUCATKiNAl PROGRAM FDA 
CHILDREN AULO 3+)f1 MEQ) ,. . 174* 


J? 1 

m 

FOI HAlOurfn SEE OPPOSE 


SPE LLING FAIR (T-13 VRS) 
UEDA MATHS |A LEVS I C 


STAR TlflhLK -25Tlf Avniw£f15ARY 

lA ' ^l.in VERSION 

STARDUST . 


ZZ 4* 
.12.49 


NEW CLUB SHOP OPEN 
IN CHELMSFORD, ESSEX 
2,000 SO FT! 


Alfred chicken ^ 

alien Breed (special £DiTiowi+ ...n.m 

ARABIAN IWQHTS(AGA) . . |2» 

burning rubber .... , ?n 9- 

CASTLCSZ- AO At 

D'GENE RATIOM JC49 

BDNK .... „tirM 

Fl 7 ChAlUnGE + (2 40 

JOHN iBJUNES ■ „..I2» 

JUnxss.L- =AHX 2 -'^ 

KZM(f(A&A| 1#=4a 

LITTLEMVIL. . ? i H 

!£)«(> C?F THE RINDS g ■ „ 2ft. jp 

Louis m^oftY fLDTua 1 . 1, » 24*0 

MiCRCC-DEM ,.L| L,3 

overkill* luner-c- ... 20*® 

PINBALL FAHTa&'EB 
PflOJECT X - 

■QUAK ... 

fl-DBOOUD _, r 

R YDER CUR . 

Sensible sdcccr * 

SLlfcPWALKER. 

TFX 

ZQOL ....._ , 

ZOGLZ 


& 


CHEETAH 

tuG 

JOlEOCK. 

MICRO- 

SWITCHED 

AUTDFlRE 

1*0P 



L tXVC 3 
PWTQ MIM 
J&YET1GK 
N1CRD- 
BWITEwED 
10-19 




UHCl 

ouatrd 

TOvSHCK 

M"CHQ 

SWITCHED 

18,81 




UiNI 

coupetition 

R0G5WM 

JOYSTICK 

WCRQ- 

tWITCHED 

13.89 


SUKSTIK 

JOYSTICK 

in 




SWIFT TPHM 

jO-vpad 

t^iqfipe 

AUTOFIRE 
a 09 


J- 


ALFA 

HEGAUOlJSE ] 
HwQm. HHiH 
QUAUTY 

n.a* 



.Ml.** 

— - 12,43 

— — - 13.4B 

30-W 

,,...21.80 

1 7.-09 

— -Si » 

?4.ift 

i'l 90 

i— 31.H 


PLEASE ORDER EARLY 
FOR: XAAS 0279 400204 


OUltHJOY 
JtT FK5HTER 
JOYSTICK 
MCHQ- 
EWITCtfED 
AJTOF 
11*0 


2 


5AITEX 
MEDADRIP 2 
JOYSTICK 
AftTOAlRE 
11 4B 



ROWER PLAY 
CAUIEER 
TURBO 
JOYSTICK 
HCRO 

Switched 

AUTOFIHf 
11 U 


OaTaluk 
M04FSE 
1200 DPI, 
CLEAR 
DESIGN) 

1 S98 

MOUSE HAT 
LB? 


QUICK,! OT 
FOOT PEDAL 
10.09 















COMMODORE AMIGA A600 
LEMMINGS PACK 1/0 


COMMODORE AMIGA 
DESKTOP DYNAMITE PACKS 


COMMODORE AMIGA 
CD-32 CONSOLE 




fuvBinxi 

LEMMINGS GAMES 


LI I I . L LMA i 






WITH FORMULA ONE GRAND PFtlX, 
PUSHOVER, PUTTV, DELUXE PAINT 3 
& LEMMINGS GAME 
BUILT-IN TV MODULATOR. 

WORKBENCH 2.0, 

1 MEG RAM EXPANDABLE 
, TO 10 MEG. MOUSE, 

1 YEAH IN-HOME SERVICE 
WARRANTY 


WITH WORDWORTH 2.0 AGA WORD 
PROCESSOR, DELUXE PAINT IV. 
PRINT MANAGER, OSCAR AND 
DENNIS. MOUSE, TV MODULATOR, 2 
MEG RAM EXPANDABLE TO TO MEG, 
32 BIT 00020 14 MHz PROCESSOR, 
AGA GRAPHICS CHIPSET, 

1 YEAR IN-HOME SERVICE 
WARRANTY. PLUS LEMMINGS & 



WITH OSCAR AND DIGGERS 
GAME CD BASED CONSOLE 
WITH AMIGA A1200 POWER, 
256.000 COLOURS FROM 16 
MILLION, FAST 68020 
PROCESSOR, 2 MEG RAM AND 
11 BUTTON JOYP AD. PLAYS 
AUDIO CD'S AND CD+G DISCS, 


1 79.99 




5 CART TELEVISION / MONITORS 


SONY 

KVM1400 14" 
FST COLOUR 

TV/ 

MONITOR +■ 
REMOTE 
CONTROL. 

60 CHANNEL 
TUNING. REAR 
SCAB! INPUT.. HEADPHONE SOCKET, TWO 
POSmON TILT, BLACK TRINITRON SCREEN, 
.OOP AERIAL 
f-Rtt SCART LEAD 

(STATE AMIGA. ST, MEGADRIVE OR SNES)„ 

FREE £10 SPECIAL RESERVE GIFT VOUCHER 


SONY TV (G REY\ rr f 94.99 

SONY TV i' WHITE) „JH.H 

SONY TV 4 PASTE JCT 24 9.99 


ELITE 2 

OUR NUMBER ONE AMIGA GAME 



319.99 


PACK AS ABOVE PLUS 
130MB OVERDRIVE 
HIGH SPEED HARD DRIVE 

519.99 


FULL MOTION VIDEO ADAPTOR 
AVAILABLE. 

p J l H* JT 

■ , % 4 j r 


CHRISTMAS CONSOCfS 
all GENUINE UK vER LlCh L 

MflOUMVI aladdim + acownr-DL pads ium 

MEGA CP 2 + 7CAMf§. 2W.« 

GAME GEAH ■ CQl UMH$ . ,...60.99 

SUPEfl-PtES * ALADDIN + 1 COWT&QI. PAD 

+ PREE SW PHOPAO 1 .. ...... ... .. „ .. .„.1J4-.19 

3UPEft h EE. + UMRlft ALL STARS t 1 CUNTPtJL PAD 

+FR£E Sh PRDPAD! -.HARO 

fiAMFflflY + FREE KONIX HOLSTER . 19 99 


MEMORY UPGRADES 


1 MEGABYTE A5O0 PLUS BAM 

UPGRADE WITH CLOCK 29.94 

1 MEGABYTE AflDD RAM 

IIPGRADF WITH CLOCK 19.99 


A MEG PCMCIA UPGRADE FOR ASM) OR A120Q 
PLUGS DIRECTLY INTO SMART CARD SLOT. 

THESE AJRE NOT SaTTERY BACKED 
AND CANT BE USEfl AS A DISK, 

ONLY AS HAM. . — 144.94 

lilJK AMIGA HAM WITH CLOCK. 

FOR AiW AND Aiflu+ ..... 24.94 

512K AMIGA RAM WTTHQUTGLQCK 

FOB A5PQ AND A50G4 ......... 19.94 

MlCFEDBdf ICS IZ9DXA 4tiMHZ ACCELERATOR 
FOB AMKJA Atm MEMORY FXPANSIDM 

.'accelcbatdr fits into trapdoor 

SLOT ON 41200 REA l TIME C LOOK 
MUM PROCESSOR WITH OPTIONAL 
CD-TTOCFSSOfi 9LQT. EXPANDABLE 
TO 124 MS IN TOTAL ..224 94 

MlCnO&OTFCS EXPANSIONS FOR MICROBOTICS 
J33TXA ACCELERATOR P*_DCi IN MODULES 


EASILY 1 FITTED IN MINUTES. 

J MEG E JfPAilStGN 99.94 

4 MEO iKPAN5IO*l - 195.94 


WORK CENTRES 

DELUXE WORK CE NTRE 
(R5D1 (STEEL MONITOR 
STAND WITH EXTRA SHELF 
FOR EXTERNAL DISK DRIVE 
AND ACCFHSDHIS-S. MOLISE 

HOLDER, MOUSE MAT AND 
ALL IN 0«E OL t$T COVEfl) 


MUSIC & SOUMO EQUIPMENT 

TiCNNDSOuND TURBO 2 SOUND SAMPLER FOR 
AMIGA SOFTWARE INCLUDES BE AL tlMt SPECIAL 
EFFECTS- AND WORKS WITH ANY AMIGA. 1 MEG 
RAM REQUIRED 32.99 

ZVDEC STEREO SPEAKERS FQR AMIGA WITH 

p. ljl| T IN AM PL Ft F B £ VOLUME CONTROLS ...27.44 

RCBFFhREAT STEREO SPEAKERS REQUIRES -1 AA 
BATTERIES OR MAINS ADAPTOR DESIGNED 
SPECIFICALLY FOR COMPUTERS INCLUDING 
MOUNTINGS FOB ATTACHMENT TO MONITOR. l-fi.99 

SCREEN BEAT MAINS ADAPTOR 

for scheenbeat speakers -.,....7.49 

EOUhD ENHANCER FOR AMIGA H.H 

LEADS 

ANTI-SUPG€ A WAY 

g MU LTIPLLJG EXTENSION 

LEAD FOB ANY 
ELECTRICAL DEVICE |Eti. 
CDMPLITEHi'UOnSOlL^YiDEO) protects YODH 
VALUABLE fOUKPMENT AGAINST 
DAMAGING ELECTRICAL SURGES . .23.49 

JOYSTICK EXTENDER CABLE 

FOR AMIGA OR ST (1 METRES} ..fl-SKA 

FOUR PLAYER JOYSTICK ADAPTOR 2.99 

PORT EXTENSION ADAPTOR FOR AMIGA OR ST 
(PACK OF TWO}!. EXTENDS JOYSTICK 

AND MOUSE PORTS BY 21 C MS ... .,-..5.49 

JOYSTICK. SPLITTER CABLE FOR 
AMIGA OP ST. ALLOWS 2 JOYSTICKS 

TQ BE CONNECTED TO 1 PORT 6.49 

HUtU EXTENDER CABLE FOR AMIGA SQ0 Qfl FLU'S. 
ALLOWS TV MODULATOR TO BE LX I LNDLC FROM 
BACK OF MACHINE OR EXTENSION TO ROE 
MONITOR ft FI EXTERNAL Dili K DRIVE 12.49 





COMMODORE 

1084S 

COLOUR 

MONITOR 

FOR ANY 

AMIGA 


STEREO SOUND. OFFICIAL UK VERSION 

.NCLUDES AMIGA 'MONITOR LEAD 

AND I YEAR WARRANTY, .179.99 


PRINTERS 

CITIZEN SWIFT 9UC COLOUR PRINTER 

9 PIN, BO COLUMN, ZMCPS/MNlQ, (SNlQ FONTS. 2 
YEAR WARRANTY. FREE PRINTER LEAD. A fl PtN 
PRINTER WITH COLOUR FACILITY AND FULL PAPER 
HANDLING FUNCTIONS. 1 64.99 

CITIZEN SWIFT 200 C PRINTER + COLOUR KIT 

24 PIN, BO COLUMN 21£CP5i72LU B- L(3iT URAFT 
FONT. AUTO SET FACILITY, WPVT DATA BUFFER, 
AUTO PAPER LOADING, ENVELOPE PRINTING, t 
YEAR WARfiANTYTP EE PRINTER lEJUDl ...... 199.99 

EPSQN LQtflfl PRINTER 
24 FIKI, » CDL |JM L J JSfCPSiTg LQ, A FONTS (2 
SCALEABLEL OUlET 5UDU NOISE LEVEL. EASY TO 
USF CONTROL PANEL. FREE PHINTEH LEAD. H 
YEAR WARRANTY. EXCEPTIONAL QUALITY LOW 
COST 24 PIN FR1ITTEH ■ 1 *M,99 

PANASONIC KXP2 123 COLOUR PRINTER 
94 PIN. » COLUMN. IMCPWHLQ, 7 FONTS (1 
SCALEABLtl, EXTREMELY GLlET 4AS DBA NDlSE 
LEVEL FREE PRINTER LEAD. 1 YEAR WARRANTY 
DNE OF THE QUIETEST DOT MATRIX PRINTE RS ON 

the market 214.99 


#9 onry supply CS4TWJ.0I UK gff.cal supplavs c* an 

kiscirg nrrirds wo hi I gnnc-i; nnd ponphouls. a a! 
arnazing pness lur M^gad'ivi:. \1usif S^-ateHn. Gifr*# &Hf. 
Sup*- ^S, Ganf , eo*v. NES L^ns. A/MiflH A1 b/i ST. pc. GD 

ROM Hfid AffH* Mwr. 


IDlEK Dflivi. UC«iT0A aW Ci'ihPuTFR NQT MGUJDKDt 
DELUXE WORK CENTRE iRSOI FOR A1244 42 44 

DELUXE WORK CENTRE (HSDi 

FOR AMIGA AKMJ -S 7.» 

DELUXE WORK CFNTRE (R^P) FQH AMIGA ASOB OR 
A5DO PLUB AS ABOVE PLUS JaYSTPCiOMOUSE 
FXTENDF R CARLE SFT MOUSE HOLDER, 

MOUSE MAT AND AlL IN 

ONE DUST COYER}. P ,„ 42.99 


DISK DRIVES 

EXTERNAL Z.5" DISK DRIVE FOR ANY 

AMIGA WITH SONYSCmZEN DRIVE 

MECHANlSAl. BflDK FORMATTED CAPACITY, QUIET, 

HIGH QUAUTY. SLIM LINE 

DESIGN, CDLUUP MATCHED METAL 

CASE AND LONG REACH 

OdHHECTriON CaDlE. .67.94 

ZYDEd INTEHNAL 3.5' C19K DPIVL 
FOP AMIGA A bub OR 45b0+ 

REPLACES EXISTING DRIVE . 

INVALIDATES WARRANTY 

WREN FITTED flWM I.... .47.99 

SCANNER 

7YDFC HANDY SCAN MFF FOR ANY AMIGA. 

IdUH DPI HUGH QUALITY RESOLUTION 
£A SIMULATED GREYSCALES, LNGLUDlS HIGHLY 
ACCLAIMED DAATASCAN PROFESSIONAL 
SOFTWARE PACKAGE 99.99 

VIDEO EQUIPMENT 

COMMODORE FULL MOTION VIDbO 

ADAPTOR FOR CD-22 |VIDEO-CD MPEG ADAPTOH^ 

GIVE5 THE CO 17 THE DAFABILIT Y OF RUNNING 

video from cd ividegcdi .i«sn 

V Dl AMIGA 12 (AGA COMPATIBLE. 

CAPTURES COLOUR IMAGES FROM 
VIDEO MACHINE DR CAMCORDER. 

COMPATIBLE WITH TAKE 2. DELUDE 

PAINT 4 AND MOST ART PACKAGES} ...94.94 

V DEGMASTE H FDR AMIGA SOO DR 5DO PLUS. 

COMBINED VIDEO D+G'Ti&ER AND AUDIO SAMPLER 
CAPABLE OF RECORDING QUARTER. SCREEN 
MOVIES FOR USE IN PRESENTATIONS AND DEMOS- 
1 MEG FtAM R E DU! RED 49.94 


MISCELLANEOUS 

CmZFN PAINTER DRIVER KiT FGfl AMIGA 

SUITS ALL WORKBENCH VERSONS FROM 

1 3 TO 3 0 GIVES OUTSTANDING RESULTS ......12.49 

CLEANING KIT FOP COMPUTERS 

INCLUDES VACUUM | .....17.49 

DUST COYER FOR Ai244 (CLEAR PVOJ 4.99 

OUST COVER FOR: A ELK] 4.49 

DUST COYER FOR AMIGA 150Q 

OR ATARI ffT 1CLEAH PVC) ..-4.49 

DUST CO YEfl FOR MONITOR (CLE AR PVC> .. ., -5.M 

MOUSE HOUSE (HANDY PLACE 

TO STOP t YUUH -MOUSES... ............ .......4.40 

SCREEN FW.TER lOLASSJ FOR 14 M TY 
PR MONITOR, cuts DOWN GLARE 

AND STATIC FROM MONITOR .. , r ,., 34.99 

ZYOiC AMIGA POWER SUPPLY (SPECIAL COCK. 

RUNNING TRANSFORMER! 32.9B 

ANALOGUE JOYSTICK AOAPTOH FDR AMIGA. 
ALLOWS ANY 15 PfN ANALOGUE PC JOYSTICK TO 
BE USED ON ALL AMIGA5 WITH GAMES THAT 

FEATURE ANALOGUE CONTROL 7 *9 

ROSQBHIfT INTERFACE FOR AMIOA PR 5T 
I'PLUOS MPUSE £ JOYSTICK INTO ONE PQPTl 12 99 

3.5" DISK HEAD CLEANER , r ..4.4ffl 

RAfJX DISK BDX S.S' j5in STACKABLE 14 49 

DISK BOX a.S M f124) LOC KABLE. OIVIDEHS ..,...B.9B 
DISK BOX 3.5'' PLASTIC FLIP TOP (14 CAPACITY^ . .2 *9 




J)fPB&kU Hftff&friJfiM ca#f till <JUl cm yOfy? 

READ NRG Regular Club Magaiine 
' CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
i SAVE with our Special Deals 
SAVE more with our XS Coupons 
WIH up to £10,000 worth of prises FREE 
JOIN now from just E4.00 

We only supply members hul you can order as you Join 

Ttiere's no obligation to Duy and you can be any age 
Just send an 1h& form b&low or phone Sales op 027& 600204 

As -j membiror SpWA! ftesePi'e yau'it receive regular is&UB& ol 
NRG magazine NRG «S QUr40 page CQlQUf cluD magazine senl Di- 
monthlv only Xq Special Reserve flfWfflbffl NRO cCKn^'fiS 

1. The be£d S*tediCKi 0? ganieB, peripbeials and hardware for all 
papular tornials. 'pVb ane oRicial 5e$e Nintendo and S-3Ry slKkiata. 

2. Ftev«gwS in ct^ur and latest information on new pmdiiictB 

3. ChartE and Release Schedul*, IQ you Choose Rnd plen, 

The besl prices JUSI one purchase will saw you your lowwig fee 

5 Hundreds of Special GHers Tqp games al prices you won! believe 
0. XS Super Savers. Money 0SP coupons worth over &f0 G el year 
7, BIG EIQ-.PQq TARGET PRIZE COMPETITIONS in every issue 
of NRG. exclusive to mofliboirs Iree to enter! / 

That s why over 200.000 people hove joined Special 
HtMfve. the hugest ganw dub In tht World! 

0279 600204 

OPEN 10am III 6pm S&ven Days a Wookt 

QriWiiCWYlrmal^'HK^ipl «r»r 

You can also fsx your order to us on: 0279 726642 

Wf- pnota ourw+*5i. ^ w |1 0 c^rileflnfip , r-ui. 

h^nubiy gpum iisied may- nrt '/** t»e Er-nMibit rViw D2TU BCI02B4 iu 

dwei HV* UL^r DAlO^S LiTK"' fig H Hw tWTl €* dfllSf -■‘ITS ■HWF ^'►■^1- i.m a I jfry !f-« 

prKjr rii Ti W# rasdr\4 I 1- * r»JN to c^j^gK p «5 w^fur pnor no! irN^ E S O E 


SA G iE WOR TH SHOP 

2 Soulh Oldcik, The MAlfinga 

Sawbcldge worth, Hens 


CHELMSFORD SHOP 
43 Broomfield Road,. 
ChOltnjlDNl. Esses 




CLUB SHOPS ORE^I loerfi lil^rm Hfc ViN DAYS A WE EK. 

Fkiri-* M Oftot: Ud 2 fefrfi iW CWr 4 PG 

All or rfis induchi VAT and carnape Itr UK rviBiniBiXl 5e^ has* 0^ form lur 
Wfl supply 9 hnrnwnrr only la UK mBr'ilar>d 


ms 


A MONTHS 

nuu 

MEMBERSHIP 

MEMBERS 4.00 

OVERSEAS 1C MEMBERS 4.0P 

OVERSEAS WOP ID MfMURS ?m 


ONE TUB 
annual 

MEMBERSHIP 


TWO TEARS 
WITH mi 
HARD HINDER 


7.00 14,00 


4M 

n.» 


KPO 

H.M 


1 Wf CXJLY SUPPLY MEMULPS HUT YOU CAN ORDER AS YOU JOIN 
1 THpRg ARF ND fiURCHAHGLS £)N TClSPhONED ORDERS (UKj 

1 1 please PRINT 4 block capitals.! 


PECK 


I Name 


Address- 


Poslcode 


Phone 


Machine 


Enter msmbflrShlp number ■; 1 applicable^ <x 

NEW MEMBERS HIP PEE fftWHUAL J K7.Q0) 


1 

[flam 


idem 


1 

Mem 


! ism 


i 

1 ALL PRICES INCLUDE UK POSTAGE & VAT 

i 

£ 

[ChEqLePa.'ArG&s&'Masiar.tSrcl'SwilclT'Viia !Sw>rcn s&sue No ) 

l 



p 

1 Card 

1 expiry dale S^nuiuig 

[Cheques paya ole 1o: SPECIAL RESERVE 
P.O, BOX 847, HARLOW, CM21 9PH 

| Overseas Orders SurchsrQt jEC or Waffd); Software orders 
1 p-Jease add tZ.OO per ilem. tjon-SO-HwAPe llema please add 
25^. Hardware Items aupplied Ed UK mainland Dnly r 
Opawas qy-ders roust be paid by credit card. 






TURRICAN 3 WILL TAKE YOU ON A JOURNEY THROUGH THE 
MOST DEMANDING LEVELS OF ADRENALIN-CHARGED 

ACTION EVER SEEN ON THE AMIGA. 


ov\\\W, 


U&5S5 tta 


features include 


15 HUGE Levels 


28 Tunes andi88 Sound Effects In Dolby Supound" Multiple Weapons Systems And Po 

FOR ALL AMIGA'S (inc 51 2K). SOON FOR AMIGA CD 3a ”4 

iiiii i iii^iRMye i t m * 

LV) SmS '<«Jn - 

EAmiie*! ci Metropolitan Wharf, Mapping Wall. Louden El 9SS 6 Rainbow Arts 1993 / Factor 5 1993. Publish'd by Renegai 












THE LAST SAMURAI? 



o you want the goad news, 
the bad news or the better 
news first? In that order? 
Okay, here goes,.. 

The good news is that Vivid 
Image Design's Second Samurai 


live games should be just that/' he 
say s r "really interactive. There's no 
reason why a CD game shouldn't 
be as playable as any other game, 
instead of just providing half a 
gigabyte of extra graphics, CD can 


has finally hit the streets, Unfor- give extra depth to our gameplay, 
tunately, the bad news is that, but it certainly hasn't proved itself 
according to Vivid Image boss Mev yet - but despite this it still looks 
Dine, this will be the last in the like it's going to be THE games 
series. The better news, though, is medium of J 94." 
that Mev and his team are 
leaving Samurai to 
work on some* 
thing far more 
spectacular, \ - 

Having taken 
the standard Amiga 
just about as far as 
he thinks that it can 
go, Mev has decided 
that it's now time for 
V|D to turn its atten- 
tions to the world of 
CD games. "CD interac- 



ts already 
putting his theories 
into practice with the 
i nit ia I dev e lo p m e nt 
of Hodja r a multi 
t h a ra cte r a d vent u re. 
The design and illus- 
tration work is 
\\ underway and Mev 
would like to see 
this finished before 
a single line of code 
is written; "Designing 
a CD game should be 


very much like creating a movie/' 
he says, "so we r re currently trying 
to put it together scene by scene." 

And speaking of the movies, the 
animation is in the more than 
capable hands of ex-Disney ani- 
mator (of 25 years standing) Bill 
Hajee, whose previous work 
includes creating the mice in the 
animated classic, The Rescuers. 

"I got involved with Mev when 
he showed me his plans for 
Hodja/ J says Bill. "I'll be doing all 
the animation frames for the 
game and treating it as if it is a 
proper cartoon. I've already fin- 
ished some frames and the ideas 
we have seem to be working. 

"For me it's a fresh challenge 
and I'm very excited about it. The 
accent will be on family enter- 
tainment. Although there'll be 
plenty of action, there won't be 
any over-the-top violence. The 
we're concentrating on is a 



strong sense 
humour." 

But what's the actu- 
al game about? 

"You play 
Hodja, an 
Arabian 

Knight who is always making mis- 
takes/' outlines Bill. "One day he 
visits his family for one of the 
younger childrens birthdays. 
Unfortunately, Hodja decides to 
penorm a magic trick to entertain 
the youngster but it all goes hor- 
ribly wrong and alt his relatives 
end up scattered across different 
time zones. So the aim of the 
game is to return your family to 
the present day/' 

Work is still at a very early stage 
as Hodja is scheduled for release 
in roughly two years' time 
but you can rest assured 
that we'll be hassling Mev 
until he lets us cover it. 
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amount of release dates 
Dart mere has had may look 

13 like the total for this coun- 
try's budget deficit but it seems as 
if the end is almost in sight Come 
February or March (1994, that is, 
although we wouldn't be at ail sur- 
prised if Core had pencilled this one 
in for a J 95 release) you'll be able to 
pop down yoyr local computer 
store and purchase the game Core 
are already calling "'very Sate 
indeed". 

So what J s happened and why has 
it taken so long? Over to Jeremy 
Smith, Core's jovial MD: The game 
was started by one programmer 
who managed to get about 40% of 
the main code written before real 
ising that the original design was 
way too ambitious for the hardware 
he was using. So after a few 'staff 
changes' we took the project in- 
house and virtually rewrote if from 
scratch. 


"I think what we ve got is. a 
game which achieves 90% of 
what we initially expected. It's still 
a massive game but its delay is 
perhaps down to naiveness and 
bad management on our part." 

Darkmere’s final play-testing 
will take a lot longer than usual 
because of the size of the game 
and the amount of text it con- 
tains. According to one informed 
Core spokesman it "looks mega" 
and is '"ripper". Sounds like he 
should be a journo. 
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CD ROW CROWS 

verybody seems to be in agreement that CO games are the 
thing of the future, hut if a row currently brewing within the 
games business isn't resolved, they might just stay that way. 

The problem revolves around the way that games make it from 
publishers' warehouses to the shops: at present, games are sold by 
publishers to a series of distributors, who then sell them on to your 
high street games store. 

Now, with the coming of CD - most notably for the CD32 - pub- 
lishers want to change things a little by reducing the amount of 
money the distributor makes. This, of course, hasn’t gone down too 
well with the distributors, who are refusing to stock some CD titles. 

Most of the major games firms, including Ocean, EA, Virgin and 
Psygnosis (which has just launched Microcosm, hailed as the first 
'true' CD game) are involved in this bust up, and because of this it's 
unlikely to drag on for ages and ages. 

In the meantime, if you don't see too many CD games appearing 
on your shop's shelf, you probably now know the reason. 


THAT'S CENSORTAINMENT 



empmber the sinking feeling 
you used to get when you 
rVkwent into your local video 
shop looking for a copy of Zombie 
Girl Killers From Outer Space, and 
the chap behind the counter asked 
you how old you were before he 
would hand it over? 

Welt that whole scenario might 
soon become just as common in 
your local games emporium, as the 
European Leisure Software Pub- 
Usher's Association (GLSPA r a sort 
of decision-making dub for firm's 
involved in the computer games 
business) has come up with a series 
of classifications which could 
become commonplace from May 
1 st onwards. 

If the system is eventually 


approved,, it will mean that all 
games will be rated as being suit- 
able for one of four age brackets: 
up to 10 years old, 10 to 14, IS to 
17 and 18 and upwards. 

While we're not sure exactly 
what the introduction of this new 
system will actually mean (apart 
from numerous 14 year olds giving 
themselves false moustaches with 
their sister's mascara), it seems 
that ELSPA decided to some up 
with a system of classification 
before the Government did it for 
them. 

Now all that remains to be seen 
is which unscrupulous game man- 
ufacturer is going to be the first to 
try to use an 'IS' rating to sell us 
a completely tame piece of tat? 



NEWS 




NEW STORM 


STRIP 


<,*V¥h o is The Shadow? Well, 
that's easy to answer, as he's the 
latest Marvel comic character 
due to make it to the silver 
screen ■ with Wesley Snipes con- 
firmed as the actor who will don 
the mask. What's not known is 


SHOPS OPEN THEIR DOORS 


(very month it seems that we 
report on yet more new games 
shops flinging Open their 
doors to the country's high streets - 
and this month's no exception. In 
fact, with the current crop of outlets 
about to add to the existing glut of 
shops, it's a wonder that there's any 
room for anyone else anymore. 

Perhaps the biggest mover and 
shaker on the high street of late has 
been music specialist HMV, which 
has just opened its 50th games 


department (having started 1593 
with a grand total of 10). Plans for 
1994 include equipping the next 10 
HMV shops with game departments, 
and even possibly opening new 
hyper-departments, along the lines 
of the recently opened Level One in 
London's Oxford Street in Birming- 
ham and Manchester. 

Another set-up which is booking 
forward to big things in '94 is Game, 
which plans to bring its grand total 
to just short of 60 by opening a fur- 


ther 30 shops throughout the year. 

Finally, northern chain The Next 
Level is looking to expand through- 
out the country in 1994, with ambi- 
tious plans to take its current roster 
of five shops up to 50 by the end of 
the year. 

Of course, you'd think that with all 
of these new shops opening it might 
lead to something of a computer 
games price war in the high street, 
but sadly this doesn't seem to be part 
of anyone's plans. 


which softco will 1 snap up the 
rights to what could be the 
hottest movie of *94 - the smart 
money seems to be heading for 
Manchester though. Remember 
■ you read it here first. ** 

...The seemingly never-ending 
series of games awards cere- 
monies continued last month, 
with the usual suspects heading 
off to Paris for the Tolt d'Or 
awards. Lucky winners this time 
around included Team 17, who 
carried off the 'Best Action 
Game* gong for Alien Breed II 
and Ocean's SWA (Squirrel With 
Attitude)* Mr Nuts, who collect- 
ed the Best Platform Game prize. 


AN 

APOLOGY 

Last month's Next Month page 
was only intended as a light- 
hearted p^age-filler and was in 
no way meant to cause any 
offence. We accept that the 
content of the editorial 
was unfairly harsh and 
we apologise unre- 
servedly to anyone 
at OTE who may 
have been 
offended. 


...The future of the annual com- 
puter and video games exhibi- 
tion seems to be in doubt after 
a very poor 35,628 people 
turned out for this year's Future 
Entertainment Show, which took 
place at London's Olympia (this 
was down almost 20,000 on the 
previous year's total)... 

...Tired of Sensible Soccer? In 
need of a change? Well, in that 
case you might like to try Vir- 
gin's Goal!, because not only has 
it suddenly dropped in price (by 
a whole fiver) to £19,99, Dino 
Dini's latest top-down footy 
game now also contains a copy 
of the Euro fanzine Golaccio!... 


Y ou probably know this lot as Storm, you may 
even remember them as The Sales Curve, but 
the team behind next year's major CD32 
release. The Lawnmower Man, would actually like 
you to call them SCI from now on. 

That's right. Storm has become SCI (short for 
Sales Curve Interactive apparently), but apart from 
this it's business as usual, with the CD version of 
its 'virtual reality' movie licence still expected any 
day now. 


1 Alien Breed 2 

2 Frontier: Elite 2 

3 Body Blows Galactic 

4 Premier Manager 2 

5 Championship Manager '93 
€ Micro Machines 

7 Goal! 

8 Hired Guns 

9 European Champions 

10 Syndicate 


Team 17 

Gametek 

Team 17 

Gremlin 

Domark 

Codemasters 

Virgin 

Psygnosis 

Ocean 

Electronic Art 


Charts supplied by Virgin Games Centre 


COMMODORE 

LOSES ITS SHIRT 

almost ended with a bang for the lads and lass- 
es at Commodore's UK base, as the firm finally 
unveiled its long-expected Full-Motion Video 
(FMV) cartridge for the CD32 and announced a whole new software bun- 
dle to go with the machine. 

However, this news was tempered by a worrying set of financial fig- 
ures from the firm's US parent company, which had lost a grand total 
0 * S365,5 million in the year leading up to the end of June 1993. 

It s not exactly dear how this will affect the firm - and, more impor- 
tantly, the CD32 - but it was tempered with the news that some new 
investment is expected shortly, 








“Wrecked is new and controversial because it understands that young 
people take drugs because they enjoy them. This might be difficult for the 
rest of us to accept but it's no good hiding your head in the sand and hop- 
ing that the problem will go away." 

A platform game. Wrecked is designed to be both fun to play and a 
serious way of educating people about the uses and misuses of drugs. The 
game's central character. Jo. moves through the game scoring both points 
and drugs along the way. Each drug found has a different effect - 
amphetamines and cocaine work as 'speed-up* icons, while USD allows 
jo to see things which were otherwise invisible. The point of the game is 
that it points out that drugs have bad effects as well as good. JJ We don't 
care too much if the game doesn't appeal to WIPs," says Kay* it wasn t 
written for thorn." 

Healthwise is currently looking to set up national distribution for its 
game, but in the meantime Wrecked is available direct from the body itself 

- phone (0S1) 709 5505- 

And remember... winners don't do drugs? 


Liverpool-based drug education body, picked up a lit 


H ealthwise r a 

tie more publicity than it bargained for with the release of Its new 
Amiga game. Wrecked, a psychedelic adventure' designed to edu- 
cate its users about the dangers of drug abuse. 

Having originally made the news in its local paper, the Liverpool Erho r 
the story was picked up by Granada TV, then Radio One s ftlewsbeat pro- 
gramme and eventually made it all the way to the Sunday People, 

The trouble is that most of the reporters involved missed the point of 
the whole exercise, and by the time the bandwagon had well and truly 
begun to roll, a number of consumer watchdogs and public figures (includ- 
ing two MPs. Timothy Rathbone and Olga Maitland) were up in arms, hav- 
ing firmly graspnd the wrong end of the stick by assumiing that this g<imo 
in fact promoted the culture of illicit drug taking. 

"This was all just knee-jerk moral panic, " says Healthwise spokesman 
lames Kay. “Neither Timothy ftathbune nor Lady Olga Maitland have actu 
ally seen any part of the game - nor have they taken the trouble to con- 
tact us and find out anything about how the game works. 


November the 11th saw the Brutal Sports Football open day at HMV's Level One, and 
what a day - with David and myself doing our usual job of picking up as many free hats, 

T-shirts and, of course, lunches. But first, let's recap 

The dpy didn't start too well, 
with David sustaining an early 
injury when he splintered his pan- 
creas trying to get up out of his 

chair (we - ---- 

always 
though 

that they IjHLJr ^ \ 

were one ■ 

and the k Jf 

same) and 
then slicing 
his finger on 

a huge pile JUkilB 

of The One 

issues that we were taking down 
to HIVIV to distribute. As a result, 
David suggested that I do all the 
work, all the interviews and carried 
all the magazines, while he would 
take care of any free food, lit was a 
very kind offer (apparently) and I 
was more than happy to accept 
(again, apparently). 

Anyway, our chauffeur- driven, 
er... taxi pulled up to the front 
gates of HMV palace, and thanks to 
the police escort we managed to 
get inside without being mauled 
by the crowds of kids that had 
come to see us (obviously, it also 
helped that there were no crowds 
of kids outside). Ho hum. Fame and 
its many facets. 


C ast your mind back (if you 
would) to our November 
issue, when not only did 
we award the brilliant Brutal 
Sports Football an impressive 
and sa but we also invited you 
to the HMV Level One for an 
afternoon of fun, japes and a 
good kick-in* 


F.O.OiTiBwLMi 


Live report by Matt Broughton 


WINNERS DON'T DO DRUGS 
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Casual on lookers, might be fooled into thinking that David has just won 
here, huf in actual fact he's celebrating because the game's over and it’s 
time to go upstairs for some free food, Dave is always fun to play against 
because you can be sure that his mind is somewhere else - usually in the 
nearest eatery, 


(Above) Next up for a thrash- 
ing was Dean, who lost 12-1, 
but still said that he "liked 
sports games. Yeah, I d buy 
it-" At this point, Steve took 
the trouble to explain the 
rules to Dean, who declined 
the offer of another beating, 
took his free stuff, and left, 


^Left) Things didn't get much 
better for the young 
challengers, as the mighty 
Murphy took -on just about 
everyone he could get his 
hands on (and a few that he 
couldn't), but suffice to say 
by the end of the day, more 
than a few happy people had 
gone home with some excel- 
lent freebies - the only photo 
missing from here is the one 
of me and David sitting in 
the Burger King 
afterwards, comparing 
free gifts. Ah * another 
day, another T-shirt. 


The first, and most obvious thing to do is to eat free food, but I managed to 
persuade David that we should check out the local talent first, so David took 
on Millennium's Keith Smith (far left) while I showed Steve TVturphy {far 
■ ght) a thing or two about losing games 6-2. Il now consider myself about 
tie best at losing 6-2 and would be happy to demonstrate this on demand. 


(Left) Having satisfied David's hunger (for a few min- 
utes), we returned to the games area and waited for 
the first brave challengers to arrive- Victim number 
ne was Andy, who lost 12-3 to an impressive Mr 
Murphy. Andy Is a Mega Drive player who used to 
own an Amiga. “If I still had an Amiga I'd probably 
buy this," enthuses Andy, IJ l like sports games and 
this one's got a bit of fun in it, r ' Keith then duly 
dished out a free poster and a tattoo or two, but not 
until he'd managed to prise a microphone from the 
DJ and burst into hiis best karaoke version of J New 
York, Mew York' The crowds dispersed but, strangely 
enough, came back as soon as we d beaten Keith 
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Be merciless, be wise, beware. 
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Once again we find ourselves quite literally 
knee deep in your moans, queries and 
thoughts, and if your letter isn't here I 
want to know why. So get yourself a nice 
big pad of paper and a silky pen f and send 
me something I can read this very moment 
to the following address: Letters, THE ONE, 
Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU; or Fax me on: (071) 972 
6710. Get a move on then! 


Dear The Qne r 

Being an A12C0 owner I am looking 
forward to the forthcoming CD-ROM 
drive, However, in I he December 
issue of Amiga Format I read an arti- 
cle by David Pleasance. He said that 
he reckons the CD drive will cost 
around £270, but if you can buy a 
brand new CD32 for thirty quid more 
how the hell are they going to sell 
them? 

Jamie Brynes, 
Edinburgh. 

Dear The One, 

I own an A12GD and am thinking 
about buying a CD drive for It, But I 
have recently found out that the 
estimated price for it is around 070 
Why is the price so high? I might as 
well buy a CD32 instead but l r ve 
basically already got half of the 
CD32 in my A12Q0. i J m hoping that 
the price will come down by at least 
£100, because a lot more people 
would buy one then. I am pleased 
with my A12GQ but am concerned 
about the amount of disks and disk 
swapping, etc, that all the new 
games need, so CDs seem the only 
way to turn. 

Robert Fog more, 

Bedfordshire. 


white the CD drive has to he built 
as a peripheral that interfaces 
legally with your At 200, thus 
increasing the production costs. 
Don't moan too much - in com- 
parison with similar CD drives for 
the PC* £270 is a very, very rea- 
sonable price. 


Dear The Qne t 
I was jiust flicking through The One's 
November issue, and a letter entitled 
'Macho Moan F written by Roland 
Pingree caught my eye First things 
first, I am a girl and I happen to 
adore J macho' games. 

I love Cannon Fodder, Theatre of 
Death, etc. It is not sexist to make 
these type of games, the only thing 
sexist is (as Roland did) to presume 
that only boys would like them. That 
really makes me mod. Girls happen 
to like macho games, not all girls - 
but then not alj boys either! 

I know that Roland was trying to 
be nice and stand up for girls, but I 
(and the majority of girls in the com- 
puter world) just don't need stand- 
ing up for. Nice try though, Roland. 

Anyway, I’m off to finish reading 
your excellent magazine. Keep up 
the excellent work. 


l agree that the price difference 
between the C D32 and the A1200 
CD drive ought to he a tittle more 
marked, hut don't forget that the 
CD32 is much more than an At 200 


Lissy Rigs, 
West Midlands, 

l think that says it all... 



with its keyboard and floppy 
drive lopped off and a CD drive 
bolted on. It features extra 
graphics hardware and has the 
advantage of being buitt as a 
whole self-contained unit , 


Dear The One r 

After reading the letter by Roland 
Pingree in the November issue of 
your superb magazine, my blood 
boiled. How can he state that 
women do not appear enough in 


MAGNUS MAGNUSSON. 


Dear The One, 

(1) 1 would like to know if the CD- 
i games will be compatible with 
the CD32 or if a special CQ32 will 
be built to cope with other CD con- 
sole games, music and films. 

(2) Will the price of the CD32 be 
coming down after the new year? 

Chris Fyfe, 
Glasgow. 

(1 ) No. Traid not . 

(2) How on Earth should t know? 
I realise that l share the same 
first name as Commodore UK s 
boss but I can't read his mind t 
you know . 

Dear The Dne, 

(1) Will A12GG versions will he 
coming out for Beneath A Steel 
Sky, Rise of The Robots and Juras- 
sic Park. 

(2) Are Renegade/Bitmap Brothers 
planning to make a Speedball 3 
and Gods 2 as these two games 
deserve a sequel. 

(3) Does Deliverance and Wrath Of 
The Demon work on the At 200? 

Sylvester Williams, 

Streatham. 

flj Yes, yes and yes - in that 
order. 

{2} There are no plans at the 


moment. 

(3) As far as we know, yes. 

Dear The One, 

(1) Do you know if UBI Soft are 
doing a follow up to Dyn a blaster 
- if 5 o P when will it be coming out? 

(2) Are there any more four-play- 
er games other than Dynablaster 
or Bug Bomber? 

(3) l own a A1200 and have the 
standard versions of Pinball Fan- 
tasies, Nigel SVlansell and Wing 
Commander. Do you know if the 
companies do a trade in offer so 
that l ean upgrade the game with- 
out buying it twice? 

(4) What has happened to Arabian 
Nights AG A version? 

Mark Ambrose* 
Poole, Dorset. 

( 1j No plans as yet. Who /mows 
though? They may decide to 
convert Super Bomberman, an 
enhanced version of Dyn- 
ahlaster, back to the Amiga . 

(2) Not that 1 know of, 

(3j No. 

(4) It's been put on the hack- 
burner, sadly , 


computer games. Lets face it, 
women are not worthy to appear in 
such masterpieces as Sensible Soc- 
cer. How sensible would it be with 
a load of women in it? 

Or how about a Double Dragon 
clone aptly named Double Drag- 
oness. This game sees two sisters, 
Sharon and Tracy, battling their way 
through ten levels with muscle- 
packed, knife-th rowing, spear-chuck- 
ing, chain-cracking and machine-gun 
toting women. 

That reminds me - aren’t women 
body-builders the most disgusting 


thing you've ever seen (except David 
Upchurch naked perhaps)? Anyway, 
back on the subject of games based 
around women, how about Laura 
Mansell's Driving. The point of this 
game is to drive a Ford Cortina down 
a high street ignoring all the other 
cars and pedestrians. 

tNhy should the computer indus- 
try bow to this weaker sex's needs? 
Let's face ft, only five or six percent 
of Amiga owners are women or girls, 
so if there were games especially for 
women, they would not sell in suf- 
ficient numbers to merit such 




games. Anyhow, some games do 
contain women - the two biggest 
lighting games both contain 
women: Maria and Chun-lj from 
3ody Blows and Street Fighter 2 
respectively. 

So come on, stand up and join 
with me by placing your hand on 
your heart and saying "We ARE supe- 
rior! 11 They are nothing compared to 
us for we are men and they aren't. 

Daniel Lovell, 
Petersfield. 

We do have Daniel's full address 
if anybody wants ft*. 


Dear The One f 

As times are hard, I have had to cut 
down on the amount I spend on 
Amiga mags per month. At the 
moment I buy five, so I set about 
finding which mags were the best, 
and yours came out tops (of course 
■ Ed.), with CU Amiga second and 
Amiga Format third. 

Your big plus points are your 
cover disks, previews and reviews - 
your rivals don't stand a chance. 
From now on it's only The One lor 
me (and maybe CU if l r m pushed!} 
Please keep two disks or maybe 
three, but never make the mistake of 
going down to one, 

Mark Ambrose, 
Poole, Dorset. 

fr, right, er, thanks. 


Dear The One, 

Nowadays almost every Public 
Domain library has a range of emu- 
lators for sale, allowing users (if they 
have the right equipment) to port 
over previously non-compatible stuff 
to their own machine, 

Some emulators, especially those 
of 8- bit computers, include some 
free example software on the disk as 
well. Isn't this illegal? Surely in the 
eyes of such an organisation as FAST 
this is seen as a form of pirated soft- 
ware - albeit from an inferior 
machine. Or is if just that nobody is 
bothered about the once a 1 1- mighty 
8-bit computers any more because 
there are so few of them around 
nowadays? 

It would be interesting to hear 
your views on this subject. 

Stuart N. Hardy, 
Sheffield. 

ft r s illegal in every way. Not only 
is the software copyrighted, so's 
the computer's ROM * which is nor- 
mally part and parcel of any emu- 
lator, However , I doubt if anyone 
is ready THAT bothered about a 
now long-extinct computer being 
emulated - it's not as if Sinclair 
are going to be losing money due 
to decreased Speccy sales, is it? 


Dear The One, 

I have just wasted £29.99 of my 
money on buying Frontier: Elite 2. 
After taking five years to create, 
quite frankly I think it is a complete 
waste of time. If makes me so furi- 
ous after reading your magazine rav- 
ing about the game and waiting in 
anticipation for it to be released, 
only to be utterly disappointed upon 
playing It with the crap control sys- 
tem when you are in space. 

I just feel like throwing it away, 
The game is seriously let down by the 
way you fly through space. The idea 
of your ship moving in one way 
whilst you are pointing your nose in 
a different way hinders the playabil- 
ity so much, why couldn't Mr Br-aben 
keep it like the control system in 
Elite? In making it so accurate, Mr 
Bra ben has totally ruined the playa- 
bility. Sometimes you end up travel- 
ling so fast, that no matter what you 
do to turn your ship, you still keep 
going in the same direction, 

I loved Elite so much, and to waste 
my money on what is little more than 
trash (eaves a bitter taste in my mouth. 
It s things like this that turns people to 
piracy - paying so much money for 
something, only to find it totally 
unplayable. It will be a long time 
before I part with my hard earned cash 
on- something which is supposed to be 
a landmark in Amiga gaming. 

Simon Smith, 
South Yorkshire. 

Qh dear . How long did you spend 
playing Frontier , Mr Smith? Five 
minutes ? Ten? if you spent a tittle 
more time with if you'd find it's 
not 'totally unplayable - far from 
it* in fact. Learn a few basic tech- 
niques and you can have some 
superb dogfights r just as good if 
not better than those in Elite. 
Why not try oof our tips in last 
month's issue if you're having 
trouble. Tscbt 


Dear The One, 

So the CD32 has arrived. Well, I'd like 
to express my disbelief at most com- 
puter games manufacturers' atti- 
tudes. They complain bitterly about 
piracy, then along comes a new vir- 
tually pirate-proof format and they 
sit on their laurels and wait to see if 
it sells. If they cared about their 
future, they should convert all their 
good games to the CD format MOW, 
The games don't need massive 
upgrading to make use of the 
CD32s custom chips - I heard a 
rumour that a good game is based 
upon good game play! What the 
CD32 needs are games to make it 
sell. Sure it will cost them In the 


LETTER 



short run, but In the long term we're 
all better off. Maybe then they won't 
blame their poor sales on pirates and 
will be forced to make sure the 
games are worthy of release and we 
in turn will be treated to a new gen- 
eration of games and conversions of 
great stuff like Day Of The Tentacle 
will appear. *■ 

Paul Duncan, 
Highbury New Park, 


Dear The One, 

I think your magazine is one of the 
best but I have one minor complaint. 
In your October issue you reviewed 
Jurassic Park and you wrote that it 
was out now. Then in the November 
issue you reviewed Beneath A Steel 
Sky - again, out now. j '$q what? n you 
might say. Well, I am a member of 
Special Reserve and when I ordered 
both games I was told that they J re not 
out yet. Guess when Beneath A Steel! 
Sky is being released - February 1994! 
Please start getting your dates right. 

A. S B Edan p 
Somerset. 

We do tty to get our release dates 
right but the software companies 
are a law unto themselves , chop- 
ping and changing release dates 
literally overnight r 


Dear The One, 

I have just bought a CD32 and was 
incredibly please to see that Com- 
modore are advertising it. This 
should make a lot of people who 
don't think Amigas are any good 
realise that they are the best 
machines around. 

I decided to go down to my local 
Comet and check out what games 
have been released for it so far - I'd 
heard that games like D/Generation 
and Robocod were already out. 
There was an absolutely huge sec- 
tion dedicated to Sega and Ninten- 
do (why I don't know) but to my 
shock there was a tiny section dedi- 
cated to the brilliant Amiga. 

There was a CD-I somewhere else 
in the store with a golf game which 
had fully digitised graphics running 
on it. I couldn't wait to see what they 
had running on the CD32,. but all 
they had on it was a piece of PD soft- 
ware that had been put on a CD (no 
offence to PD software, but it just 
didn't show what the CD32 can do). 

Now if I hadn't already bought a 
CD32 and known what great games 
were coming out for it, then I would 
have saved up another £70 and 
bought a CD-i. The only games they 
had there for the CD32 were old 
CDTV titles like Mind Run and Aster- 
ix. They didn't have anything written 


down about the CD32 like that it's 
the first 3 2 -bit CD-based console, etc. 
They didn't even have the price there. 

Commodore must know that this 
would be turning people away from 
the Rolls Royce of a CD32 to the 
Skoda of a CD-L Surely Commodore 
should put their foot down or they'll 
be losing money? 

Robert Wilson, 
Coventry. 

P S. When's Mortal (Combat coming 
out on CD32? 

P.P.S. Any chance of a photo of 
Jenny? 

That's not really Commodore's 
fault - after all , it's up to Comet 
what they push in their shop r As 
CD32 sales increase and more 
CD32 software becomes available , 
you should see a turn around. 


Dear The One, 

\ am a games pirate r (boo! hiss!). I am 
ashamed of the fact, but do it any- 
way. The reason for this is that I just 
can't afford the price these games are 
sold at. I buy budget games and am 
going to buy Stardust because it is 
£1 7 P but £26 is too much. 

I believe the pirating problem is in 
a vicious circle as I know I would buy 
games, not pirate them, if they were 
£17. Because of piracy^ the games 
have to be sold at £26, and because 
the games are £26, the games have 
to be pirated,,, and on,, r and on. 

I feel I could justify myself. I pirate 
games and think This is really good, 
111 buy their next game', but if I don't 
pirate the games I don't get to see 
the games at all and lose out. My rea- 
son for pirating does no harm to the 
software firms as they wouldn't 
receive any money from me whether 
l pirated the games or not. 

There are some who could afford 
to buy the games yet still pirate, and 
I think they are the gits who are 
destroying the software industry not 
me. I know 111 be hissed off when my 
first two games come on the market 
in the next year (Mm not gorng to tell 
you what they are, because you'll 
just slag them off when they come 
out) but that's life and it would be 
all i deserve. 


Mr X, 
Xmoor. 

Yeah, he's right you know. Those 
are tne exact same reasons l*m 
going to nick a brand new 
Porsche- After all , if they cost 
£200 l r d buy one , but 1 just can't 
afford the price they're asking, 
And if l don't nick one s> how 
would / be able to find out how 


good they are and see whether 
their next model is worth buy- 
ing or not? 
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id Bliimey r we've positive- 
ly overdosed on festive 
cheer this year. We've 
teamed tip with our great mates up 
at Ocean to offer what has to be 
one of the best prices an Amiga 
games player could ever wish for. 
It seems that dreams really do 
come true at Christmas! 

Yes, contained within the next 
three pages is your chance to win 
EVERY Hit Squad game EVER 
released {worth over £E0G1! ! ) . And 
that s not all. The lucky winner will 
also be able to claim a free copy of 
every full -price game Ocean release 


over the next twelve months, and 
when you consider that that J s 
going to include such delights as 
TFX r Odyssey, Mr Nutz, Ryder Cup, 
along with a whole host of others 
(some of which are big name 
licences, but we're not allowed to 
say anything about them at the 
moment) then you can see that this 
really is a prize worth winning. 
Obviously a prize like this 
deserves to be awarded to an extra 
special person ■ someone who can 
prove they are worthy of such a top 
freebie. So we've devised what 
must surely rank as one of the 


toughest quizzes ever. Just fill in 
the entry form on page 26 (or a 
photocopy, if you don't want to 
tear up your magazine) and send it 
to Bumper Festive Cofnpo, The One, 
30-32 Farringdon Lane, London 
EC1 R 3 ALL Don't worry if the ques- 
tions appear to be too tough - if 
anyone gets more than 50% correct 
I'll eat my socks. Or 1 11 get Matt to, 
at least. The closing date is 21st 
February I994 r alter which we r ll 
pick one lucky winner who'll be the 
recipient of the biggest parcel ever. 

So eyes down, etc, etc. Prepare 
for some serious brain taxing. 


I 




OK no! Someone's take a 
number of chart-topping 
games and rearranged the 
letters. Sort them out for 
u$, would you? 

(2) 

(3) 

(5> 

(6) 

(7) 

m 

m 
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Above you'll discover some vastly over the year. All you have to do is 
enlarged screenshots taken from name each one from the options 
coverdisk demos we've given away supplied. Easy, eh? 


(A) 

m 

iC) 

ID) 

m 


(F) 

m 

(H* 

01 
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This bit's quite tough. 
We've hand-picked a 
selection of magazine 
quotes printed on the hack 
of five Hit Squad games. 
All you have to do is 
match the blurb to the 
games... 

(Even if you 
don't knowj 
you can still 
work it out 
with a bit of 
common 
sense) 

(1) 

( 2 ) 
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Hang on - aren't these two Burning Rubber pictures identical? Nope - there are five 
subtle differences and alt you have to do Is tell us which squares they're in. 


Name the odd one out from 
this selection of goodies.., 

HI 
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ENTRY FORM 

• •••••••••••••••ft*** 

$tick your answers on this (or a photocopy) and send it to: Bumper 
Festive Compo, The One, 30*32 Farringdon Lane, London EC IB 3 AU 4 The 
dosing date is 21st February 1994, after which we'll pick one lucky per- 
son who'll win every Hit Squad game ever released, along with every 
full-price Ocean game released during 1994 (please state which format). 

If no-one gets all the answers right then the winner will be the person to 
correctly answer the most questions. In the event of two or more readers 
correctly answering the same number of questions, the winner will be 
selected randomly. The Editor’s decision is find and no correspondence 
will be entered into. There is no cash alternative to the prize. 

ANAGRAM SHENANIGANS 
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WHICH OCCAM CAME? 
1 

3 
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an intelligent alien stick 


Our goofy hero and his friend 
have crash landed on a weird planet after being captured 
by an alien spacecraft. In order to get back to Earth, Bubba 
must use his stick in a variety of different ways to solve 
puzzles, overcome adversaries and foil the comedic 
attempts of his kidnapper to recapture him in this 
horizontally scrolling puzzle. 


Core Design Limited, Tradewinds House, 69-71 A Ashbourne Road, Derby DE22 3FS. Tel: (0332) 297797 Fax: (0332) 381511 












I 


Yeah, yeah, yeah... we've read Ions and tons about what the CD32 can do, but what's it 
like to program on? Obviously the best people to ask are Tony Crowther ’Ratt'), Ross 
Goodley ('Wyvern') and Tony Lazzerini {'Tony'), the team behind the immensely excellent 
Liberation. Simon Byron has a quick chat... 


■-j 


So then, Liberation t*am f you're the first pro* 
g rummer ? to write a CD 3 2 -specific game- 
What were your original thoughts on the 
CD 32 and have these changed now that 
you've had hands-on experience with it? 
HATH The first CD32 we had was an open cir- 
cuit board nailed to a piece of wood! The new 
black box looks nicer,., but it looks cheap. Well, it 
is cheap. The machine itself is missing a floppy 
drive - the 1 K internal non-volatile RAM is a pret- 
ty lousy substitute, especially for a role-playing 
game, f was pleased to see the byte-per pixel chip, 
but we didn't use it as the project was well under 
way before we were informed about it. 
WYVERN: I was really quite excited about it, I 
must admit and even having been driven mad 
by it I still think it's a damn good machine. On 
balance I think l r d probably have been less enthu- 
siastic if l r d had any idea of just how much work 
it is to fill 600-odd Megabytes, but that's just 
'cause I'm idle - no reflection on the machine. 


How much development time did this add to 
the game? 

RATTs Lots! The animations needed a CD32 16- 
bit 44KHz stereo soundtrack, with mixed sound 
effects and speech. The wall-sets had to be drawn 
and the vpeech had to be sampled. The save game 
had to be packed into 1 K somehow, We had to 
develop a control system for the joypad - this 
probably took the longest to do. That's just the 
functions, we then had the problem of writing 
the code to do all of the above. 

WYVERN: Yup, the joypad game controller alone 
has added months to the development time, and 
probably subtracted months from my life 
expectancy. A mouse, a mouse, my kingdom for 
a mouse. 

TONY: And that's just the computer side of it. 
We had to compose over 30 minutes of full 
orchestral score. I think Mark Knight did a brilliant 
job - best game music ever in my opinion. 
Because it r s on CD (and will work in a normal CD 
player) the quality had to be full studio, so we 
recorded and mixed the whole thing in a profes- 
sional Studio 

Then there was the script. Kim Blake wrote 
more than you get in three full-length movies! 

And she got the mood just 
right. We used professional 
actors for the voices, but 
even so it took about 10 
hours to record a single 
character, that got it as far 
as DAT tape, but then it had 
to be sampled into the 
Amiga. Each character 
ended up taking nearly 10 
days and over a thousand 
sample files. 

Then there were the 4000 
levels to design ... 


Do you think that moving 
to the CD 1 2 has resulted 
in a better game? 

RATTs No doubt in my 
mind, it would have to 
have been on 300+ floppies to achieve the 
same results. Also, it's faster than the A600 
TONY; Absolutely. This game sets the stan- 


Why did you originally decide to change Lib- 
tntian r t primary format from the standard 
Amiga to CDI2? 

WYVERN: One day FWindscape turned 
up with the world's first electronic fire- 
wood, the non-disclosure agreement 
from hell, and an interesting story 
about lots of storage. And kike the 
idiots we are we fell for it. 

RATT; Had I known what was 
involved in CD development 
beforehand I might have said no 
when it was suggested we 
develop Liberation for it. Devel- 
oping a 300 meg game on a 100 
meg hard drive was a slog, and 
modeming 1 Q megs at a time was 
a joke. But it was exactly the right 
game to be translated to a CD 
based machine. 

TONY: This my second CD32 pro 
ject, so I already knew what it was 
capable of. Basically, I think CD is 
the way all games will go, with 
loads of game play, speech, 
masses of graphics and PROPER 
music. )Ne were just the first! 


{Above) Ladies and gentlemen, please welcome... 
Mr Tony Crowther, one of the Liberation team. 


&ve) Liberation, the first game to make full 
of the CD32 s capabilities. 

t) Captain Planet, one of Ton y s earlier games, 




ONE 


ONE ON 


dard against which future games will have to 
measure up. Once the public gets used to hearing 
characters speak and listening to real music, they 
won't want to go back. Although some people 
argue CD games should be cheaper (because they 
are cheaper to replicate}, the public is getting a 
much better piece of entertain men t than a con- 
sole or floppy game, I think CD games are loads 
better value than console games. 


Do you think you've used the machine to its 
lull? 

RATT: Well, we have about 1 OGK of memory free. 
We use the AA chip set for speed and extra 
colours. We use the CD drive for storage and 1 6- 
bit audio. I think we are the first programmers 
to have a ten-minute anim with non stop 16-bit 
audio running at the same time. 

We didn't use the double-speed drive because 
the only place it works reliably is at the edge of 
the disc. But the data track has to come first, so 
if we had padded it to the end of the disc there 
wouldn't have been any 16-bit audio. 

So yes, I think we r ve used it to its full. 

WYVERN: It's working its little wossnames off 
in there. We have more polygons in one object 
than some games have on-screen, for example. 
I'm interested in the byte-per-pixel chip, though. 
Using that could make life both easier and pret- 
tier, Next time... 

TONY; Well we wanted more speech, more 
music, more graphics, more monsters, more 
sound effects, more level, but the disc is to all 
intents and purposes full. So, yes, I guess we did. 


How does writing a game for the CD32 differ 
from writing for p say r the At 2 00 or the AS 00 
And A600? Did you find it hard adapting to 
the CD12? 

RATT; In essence the CD32 is an A120Q with a 
CD drive, or an A50Q plus an AA chipset so as a 
machine goes we knew it before we saw it. The 
big difference is its disk storage capability. Too 
bloody much if you ask me.. But with what would 
have been a 300 + floppy game if sure saves on 
disk swapping. We had to use much more man 
power for the extra things like speech, sound mix- 
ing and graphics - the artist began to hate me 
near the end of the project with all the work we 
loaded onto him. 

WYVERN; What we have here is an A120Q with 
enormous storage. Nine hours of speech requires 
perhaps ten times that long to sample, and as 
long again to check, And 70+ wall sets might 
have been something of a bind if we hadn't 
pulled all the others onto the project. 

TONY; You need a much bigger team if you are 
going to get serious with CD. Game development 
is edging towards Hollywood, with the same sort 
of teams (and wouldn't it be nice If we had the 
same sort of budgets, MindscapeE). 



If you could change Anything about the CD32, 
what would ft be? 

RATT: More nonvolatile Ram! It's a shame it's 
a 68020 - they could have used a 30 or 40 - but I 
do see the logic in cost saving. All in all it's not a 
bad machine, 

WYVERN: Yeah, if they'd put a K30 Or K40 in it 
t fwhat? - Everybody] I'd have sold my granny 
^ for one, as it is it's only worth a cousin or 
two. 
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TONY: Agreed, but for me the whole thing looks 
crud - Commodore must have sweated nights to 
get it to look so tacky. 


Did Commodore give you any assist Alice dur- 
ing development? 

RATT: They did try, God bless 'em, but they were 
as lost as I. Much of the help came from some 
demo material and we just hacked through it 
They did come up trumps once I had already 
solved the problems, at least . 

WYVERN: Yeah, I think they did their best but 
some of the new system libraries have been an 
awful lot of trouble. I don't like having to rely on 
other people's code at the best of times and some 
of this stuff was pretty flaky at first 
TONY: The manual is great for the smallest room! 


(Above end toft) The original Captive, forerunner 
to the ground-breaking Liberation, in those days 
HATE didn't have smooth -sc rolling scenery and CD- 
quality sound. Oh no P we had to make our own 
ent erta in merit- ■ 

Do you consider the game to he strong 
enough to entice Amiga owners to upgrade 
to the €032? 

RATT: I've no idea on how well it will sell r 
although 1 do hope enough to get some royalties 
l think the game is. what most people would want 
to see from a CD machine and this gives you the 
lot, 

WYVERN: I d like to think it will sell well, but 
we'll have to see. Sometimes things just don’t 
catch the imagination of the buying public, no 
matter how good they are. l J m quietly confident 
but keeping my fingers crossed. 

TONY: We've had great reviews so far - the best 
yet for a CD title. You'd better hope your Dae 
doesn't get you a Sega CD for Christmas. 


fo w hat's next lor you? Liberation; Captive 
3 perhaps? 

RATT: Christmas and beer and a break from a 
two-and-a-haif year project. There are rumours, 
but nothing concrete. Except the beer. 
WYVERN; Yeah, a bit of a break. We've been 
working our little butts off on this one and the 
strain is beginning to show. 

TONY: Something with MPEG and a proper 
game, I hope,., 


RATT'S NOTE TO CD PRODUCERS 

"Release all good titles on CD * as there Is insufficient software base to make it a 
top-selling machine - and with a price Jower, if not the same as, floppies. A 
three-disk game costs about the same as a CD to produce, plus it has the added 
attraction of no disk swapping and piracy is at a minimum. Also, magazines stop 
downgrading games because they're the same as the A12.00 as this calls for the 
need for ail games to be specially written with more and more features, causing 
higher prices and fewer products." 











200 ft. 600 kts. You Lead a formation of m Tornados deep into enemy 
territory, Terrain following system on. Mission planned to tbe last detail 
Split second timing for a synchronised attach with pin-point accuracy. 
Discover what real Tornado pilots mean by a 
target-rich environment". Go it alone or take |P> mmmm lUri 
the squadron - the choice is yours. Tornado, 

Unbeatable. » 

* Turn simaklor training to multi-mission campaigns I f ■ - Xj 

* ™l ™w detail Jtofajpit* 

- Last r guided bombs, JT233, Akm . . _ ^ , ;i 

and more! - HSHiy - : 


CD ROM - 149,99 


Atari STiSTE - £34.99 


Stunning detail 


Night Dying & loir visibility 
2 player bead to -he ad 


PC Screen Shots 


JVQ^^ator’s cocltpri 


Sophisticated mission planning 


AuHsome missions 


Digital integration Lirmted , Watt hmoor Trade Centre, Watch moor Road „ Cambe Hey, Surrey GUIS 3AjLTel:(Q276) 684959 
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eff couldn't take any more. Looking 
down from the ledge, everything 
seemed so clear - one simple act of 
gravity and it would all be over. Jeff 
dropped his last cigarette and watched as 
it tumbled away, taking forever to reach 
the concrete below - he would have no 
such problem. Suddenly a man emerged 
from a window just metres from where 
he stood. “Don't try to stop me" Jeff 
called, moving closer to the edge. “I 
won't" replied the stranger, “I just want 
you to look at this." A small package slid 
toward Jeff, who opened it cautiously. 

His eyes widened "My God," he 
mumbled climbing back into the building, 
“and to think I nearly missed this". Back 
at the station the police congratulated 
the stranger on saving the man's life 
“Don't thank me" he replied, “It was all 
down to this month's Work In Progress". 
And of, course, it was. 
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a dy gent and no mis 
wt his best adventuring trousers. Con 
lar Curse Of Enchantia gives him the 
down and have a butcher r s. 




Having seen Matt Broughton^ you can probably 
at the thought of spots being too] - he now has 
history of journalism. When he's not being confus* 
him with Virgin's Mega Drive conversion. 


Matt Broughton is the sort of bloke who disappears down the comic shop, 
wastes £10 and then explains that Captain America is 'adult literature'. 
Thus he's the perfect persorr to take a look at Alternative's new licence. 




Matt Broughton returns and takes a 


ik at four more mini WIPs. 
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Eyes down, look in - it's time for part two of our EXCLUSIVE look 
at Core's already fab-looking adventure thingy. Hurry along now - 
Simon Byron's waiting for you. 


THE STORY SO FAR... 

Cedi Jerr and Dave are working on the sequel to HeirndaN. Simon has decided to do a three- 
part running commentary of the development of the game. Jerr s dogs almost gave the 
dashing young journo a sex change when he arrived at Heimdali 2's HQ for the first time. 
Bobby isn't really dead - Instead, he's re-emerged as Dave's long-lost half-sister s daughter, 
Ged vs plotting to shoot Jerr, even though Jerr's been shot before. Aparrently it's got some- 
thing to do with the ratings for this series. What wilt happen next? And does anybody care? 


lu 







Y ou really would not believe 
how far Heimdali 2 has 
come since our last sneaky 
peak. Instead of looking like a series 
of unrelated screens with not a lot 
going on in them r it r s now s howiing 
a ’great deal of promise", as my 
Headmaster used to say [I think 
you'll find that was ’Gif actually - 
Matt ). But before we get down to 
the nitty gritty, let's ask Ged how 
his month has been. 

'"It's been one of those months 
where you think you've done a lot 
but hardly any of it is noticeable. 
We've added to the game engine so 
that most of it r s in there, apart 
from a few of the combat routines 
- some enemies run around ran- 
domly at the moment, hut that will 
all change. Now we'll turn our 
attentions to the room-specific 
stuff such as the individual puzzles 
and quests. 

"As you program a game, you 
discover little bits of code you can 
write which will help you in the 
long run. You often spend time 
writing more background bits than 
brand new bits of codes but I think 



wc ve now reached the stage 
^ where the majority of the final 
K, game engine is written and 
waiting to be tweaked." 


Heimdali's world is now almost 
fully operational. The background 
animations have all been imple- 
mented^ doors swing open and com- 
puter-cont rolled characters go about 
their daily business, that kind of 
thing. What's impressive about these 
incidental animations is their 
smoothness - you 11 not find any jerky 
movements here^ mate. 

"There aren't that many frames 
making up the background anima- 
tions," admits Jerr, "but because the 
game is running so fast it gives the 
impression that there are, as well as 
making everything move smoothly." 

Vou can now chat to most of the 
in-game characters via a handy con- 
versation system. Whenever you 
bump into someone, anything inter- 
esting they think you should know is 
displayed on-screen so you can 
digest what they've got to say and 
gain additional information which 
should help you complete your vari- 
ous mini -quests. 

"The reason we've got the text 
appearing on-screen is so we can 
have the characters animating at the 
same time, as if they're talking to 
you," confides Ged, "The problem 
here is that because I'm having to 
display the text, the background and 
the animations at the same time, it r s 


using a lot of processor time. Pve had 
to optimise things so that it all 
wouldn*t slow down when there's a 
lot of things on-screen." 

"But it's been worth the aggro," 
explains Jerr, "because in the first 
game you'd wander around just 
showing people items and not hav- 
ing proper conversations with them. 


The graphics dotted around the 
page are taken from the A1200 ver- 


sion, drawn in 25-b colours. 



Although the most of enemies have been placed on-screen, their logic still 
isn't fully implemented to the Hakrat stood at the top of the stairs, er, 
stands at the top of the stairs most of the time. This will change, though. 
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if they had anything interesting to 
say then you'd get a parchment say- 
ing something (ike Find object X, 
Return it here' which was a hit crap, 
basically. Now there's more humour 
and character, 

'Tm not sure how many lines of 
text there are within 
the game, We wrote 
the story and rough- 
ly scripted what 
each character 
would say during 
the initial game 
design but what 
we've found now is 
that as we continue 
writing and devel- 
oping sub- plots, we 
need to adjust the 
conversations so it's 
very much an on-going process, 

"We re going to make it so that 
when you return to someone they r ll 
remember you, so you won't go 
back to someone only to find them 
saying 'who are you?' or something. 
That way it’s far more realistic and 
should add to the game's continu- 
ity/' 

Designing the locations hasn't 
been that much of a problem, but 
the team have had to adhere to 
strict guidelines, as Jerr begins to 
explain, 

"At the very beginning of the 
game, Ged and Dave would come up 
with an idea for a room and pass 
their ideas onto me, Then we'd com 
tinually fax each other with new 
ideas until we came to what would 
then become the finished location/' 

"Because of the Amiga's memory 
restrictions we have to design all the 
maps using blocks, which is a real 


pain because you could do a lot 
more if you could draw the locations 
as a single screen," reckons Ged. 
'The reason for using blocks is that 
you can save memory by repeating 
them. Each block is sixteen pixels by 
sixteen pixels.,/' 

"...The trick is 
trying to draw them 
in such a way that 
they don't repeat 
too often," inter- 
jects Jerr, 

Undeterred by 
Jerr's interruptions, 
Ged continues: "Jerr 
builds up a block 
file for the whole 
Island, which is 
basically a DPaint 
screen full of indi- 
vidual 'jigsaw' pieces. I then take this 
file and instruct the program to 
place certain blocks here, other 
blocks there, until I've rebuilt the 
original background. It's time-con- 
suming, but the memory you save at 
the end of the day more than makes 
up for this. 

"I can’t wait until we're able to 
write games for the CD-hased 
machines because well have so 
much more freedom. We ll be able to 
create massive background^ stored 
as a single screen and not have to 
adhere to the strict rules that go 
with manipulating blocks/' 

"I was originally designing all the 
backgrounds on the PC and then 
reducing the colours using a piece of 
software/' remarks Jerr, once again 
preventing Ged from getting all the 
attention, "but that ended up look- 
ing a bit ragged. Wow I do the 
reverse: draw the backgrounds on 


It's been one 
of those months 
where you think 
you've done a lot 
but hardly any of it 

is noticeable. 

Ged Heaven ey, 
Heimdill 2 co -creator. 






(Above) All the locations have been 
designed using a number of pieced- 
together blocks, a (though you 
wouldn't realise it, would you? 



The adventure will take you to 
many places and as you can see 
from these shots, many will have 
different levels. 


the Amiga and then add colours for 
the PC version. This will be another 
advantage of the CD machines - 
well be able to use the same 
amount of colours for almost every 
format 1 ' 

The team work from the respec- 
tive houses and meet up at least 
once a week to discuss the game s 
progress, "There isn't that much 
point m us all being crammed into 
one room/ 1 thinks Gedd, "we con- 
tinually phone each other if there 
are any problems and even if we 
were in the same location, if one of 
us has a problem then there isn't 
much the others can do about if 


because our jobs are completely dif- 
ferent. 1 wouldn't be much use to 
Jerr is he was having difficulties with 
some sprite screens. I'm crap at 
drawing and Jerr's crap at program- 
ming." 




As we've all gathered, the origi- 
nal game was flat and this one, er, 
isn't, so Ged had to create a new 
programming routine to incorporate 
this aspect of the gome. But because 
he's so talented (well* so he reckons 
anyway), it wasn't that much of a 
problem. 

"It wasn't actually that bad. 



m 



There are a number of hidden 
fines stored within each loca- 
tion that tell fhe program 
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exactly where all the walls and back- 
ground objects are so that when 
Heimdall is trying to walk through an 
obstruction it prevents him from 
continuing in that direction, There 
are also a number if lines which tell 
the program to initiate the 'going up 
stairs' routine and Heimdall reaches 
one of these then he'll move up a 
level. So it looks as if he's moving up 
the stairs but actually the sprite is 
just being shifted around the 
screen." 

It seems as if no problem is too 
great or insurmountable for the 
Heimdall 2 team, which is mainly 
thanks to their experiences with the 
first game, 

"We know more this time/ 
enthuses Ged. ' Last time we came 
up with brilliant gameplay ideas but 
when it came to writing them we 
found we were a little too optimistic 
- it was down to experience, really 
Heimdall 2 has gone a lot smoother 
but there's been a heavier workload 
because we're trying to put a lot 
more into it, 

"The hardest part so far has been 
writing the artificial intelligence for 
the baddies. We've given individual 
characters any one of a number of 
personalities'. People will be passive 



Although there's nothing going on 
here, I expect that this is A very 
important part of Heimdall'* quest. 



One of the exits from this room ends 
in instant death if you attempt to 
leave through it. 



For no apparent reason whatsoev- 
er. Heimdall decides that it 
would be a good idea to stand 
on top of a wooden platform. 
He'i eraiy, he really IS, 
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and mind their own business, peo- 
ple can be friendly and helpful, or, 
of course, they can be openly hostile 
and violent- But on top of that there 
are other traits like how far they are 
prepared to go in a fight before they 
decide to flee. So by mixing a com- 
bination of traits you can create a 
whole range of different characters, 
"Everything Heimdall does in the 
game's world will alter something 
later on and whether or not a char- 
acter responds to that trigger will 
depend on what kind of person they 
are. It can get very convoluted and 
with computer characters having 
varying degrees of intelligence it may 
be a bard game to playtest, 

"We're going to get some school 
leavers in to playtest the game. The 
problem with our own, testers is that 
they can get too close to the game 


and may not attempt the things that 
gamers may try when they're play- 
ing, There are loads of things you 
wouldn't even think of to check/ 1 

The next month of development 
should see a flurry of activity, as Jerr 
explains: "I'm going to get my hard 
drive repaired, first of all/ be hopes. 
“its just gone down, but thankfully 
everything was backed-up [there's 
a moral here, kids). After that !'ll 
start work on the drawings for the 
manual - well be doing a spell book 
and possibly a comic strip intro - and 
Ged will be concentrating on getting 
the combat mode fully operational 
and tidying up the game-engine so 
that we can concentrate solely on 
the room specific stuff." 

And you'll be able to read all 
about it in the next issue of your 
super £3-95 The One. 


{Above) I'm not implying anything 
here, but have you noticed that 
Jerr always draw* hi* women with 
prominent chests? It this is what 
the ladies he knows look like then 
I must remember to start hanging 
around with him. 

(Left) Heimdall readies himself for 
the trio of HakraU who will short* 
ly he attacking him. 


NEXT 

MONTH 

Boo hoo and dll that. Yes. 
next month will see the 
end of our 3 part 
Heimdall 2 Work In 
Progress so we‘tl he tak- 
ing a reflective look back 
on how the project Ha$ 
gone. With any tuck, by 
the time we've finished 
chatting to the team, the 
game will be all but fin- 
ished. with only a few 
gameplay aspects 
missing. We might be 
able to catch a few words 
with the musician and 
maybe take a sneaky 
peek at the packaging. 
Exciting stuff, eh? 







Alfred Chicken 

GAMESMASTER 86% 

"Alfred is a real star. , . this is classic 
platform action . . . ncredibly addictive 

AMIGA FORCE 


Genesia 

Awarded ' Best Strategy 
Game 1993" Tilt D'or 
Award 

JOYSTICK 90% 

" Genesia will emerge as 
the ultimate software" 


GENERATION 4 91% 
Turries is the Last Action 



Explaining the plot of 
the Wizard of Oz to 
your dad again. 


Politely ignoring granny's 
wind problems. 



Wondering if your entire 
family have shares in the 
"sock'' market. 



Playing THE best 


games available this 
Christmas, brought to 
you by Mindscape, 



MIND5CAPE 

MINDSCAPE INTERNATIONAL 
PftlORITV HOUSE 
CHARLES AVENUE 
BURGESS HILL WEST SUSSEX 
RH15 9PQ TEL: 0444 246333 
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As a first step into the adventure game 
world. Core Design's Curse Of Enchantia 
was reasonably well-received. Simon 
Byron asks the team responsible if their 
sequel will do somewhat better. 



PROJECT: Universe 
PUBLISHER: Core Design 

DEVELOPER: In-houie: Gary Hant lough (programming); 
|im Bottomtey-Masoit (graphics); Stuart Atkin ion (graphics); 
Rolf Moor (background graphics); Martin Iverson (music). 
INITIATED: November 1991 

, e . ......IJLkbbBJa I I I LGIIIIH I I irBIB^Vf 1? 1 GfaGfililJ I I I ■■■■■T I I T V P T ■ 1 1 S 1 VP P f P K 9! T m . " * ■ I I I . B B ■ ■ - S ■ ■ ■ 

RELEASE: February 1994 

BiiJ i i i Lilian i i irmiiiii i i iprer-"-- fciiB-iJJJ * ■ i. fin > ■ rriisn i i rrr — -if‘ ftiiiB.aaj i i i ■ a ■■ ■ ■ • ■ i iiiiiiiii i rrrifnni 5 ■ 


Q 


O 




Q 

LU 

CC 

a 

u 



I f \ ever read a press release that 
doesn't contain the word 'inno- 
vative' I honestly think the 
world will Instantly turn in upon 
itself and a shining healthy new 
planet will he born in its place. I'm 
about to let you, the reader, in on 
an area of this -industry that is never 
normally seen by Outside eyes, i'm 
going to actually quote a real live 
press release to you. 

"The game [Universe] features 
3D rendered animations and arcade 
style sequences as well as an inno- 
vative S.P.A.C, 256 colour system 
which runs on all Amiga formats, 
including the A5GG. This system is 
able to display Universe's digitised 
hand-painted scenes and their 
detailed, mood-setting background 
animations to full effect.’ 1 

So what on earth is S.P.A.C. and 
how is it going to change the way 
you look at Amiga graphics for 
ever? For that we have to go to the 
programmers of Universe, Core's 
follow up to Curse Of Enchantia, 
deep in the heart of Derby, 

"It's not a sequel to Enchantia at 
all," says Gary Hanclough, pro- 
grammer of Universe, "other than 
it's another adventure by Core, The 
actual storyline has nothing at all 
to do with Curse Of Enchantia. Rolf 
^ Moor developed the original 
■l storyline ages ago, so he had 
most of the plot worked out 


before we started. Since then it's 
been like an ongoing process, with 
changes happening as we go along. 
If we can't do certain things we'll 
alter the way the story works to fit 
in with what we can do " 

Although the plot is nothing to do 
with Enchantia, Universe does con- 
cern itself with a young boy dis- 
placed by time. Boris is a chap 
stranded in the future after messing 
around with his eccentric unde 
George's experiments and inventions 
(every good lad should have a mad 
professor for an unde). The Virtual 
Dimension Inducer contained the 
kind of buttons, switches and knobs 
that inspire fond memories in grown 
men of those far-off days in the Sci- 
ence Museum as a lad, What boy 
could resist? 

Nat Boris, it seems, and so he finds 
himself spinning through time and 
space r landing on a barren asteroid 
in a parallel universe. From there the 
quest takes him (and, naturally 
enough, you) into a bitter alien war 
between the evil tyrant Neiamises 
and the mysterious Mekalien Empire. 

Says Gary: "Rolf did the original 
plan for the game, but it's all 
changed quite a bit as we've gone 
through it. The trouble is, although 
the game is going to be released on 
the Amiga and PC, it was developed 
primarily for PC, So there's been a 
few problems With doing certain 


things on the Amiga that were easy 
on the PC. The storyline has had to 
be changed a5 it's gone through. 

N One of the things that's normal in 
PC adventures is that all Ihe charac- 
ters scale as they move r in’ and out' 
of the screen. We've got the main 
character scaling on the Amiga but 


to run the game sufficiently we 
can't get all the other characters to 
ri |n jhe original storyline you met 
up with a character who then, 
became your ally and followed you 
through the game. We had to take 
him out because we just didn't have 
the memory to scale both the main 



Beautiful, brilliant, dazzling, glit- 
tering, gorgeous, magnificent, rav- 
ishing. resplendent, splendid, 
stunning and sumptuous. That i 
how my thesaurus might describe 
some of the graphics in Universe. 
Gary describes them like this. "Rolf 
sketches the background then air- 
brushes them- We then scan the 
paintings in on a flatbed scanner 
on a PC, usually in 640x400 mode 
so that it's really hi-res. Then we 
scale it down to 256 colours for 
the Amiga version, run it through 
the SPAC converter and! you have 
a background- Then we get On to 
the animations for the background 
and then we do the background 
sprites. We have to do the back- 
grounds before we can do the 
sprites because the background 
defines the palette that the sprites 
can use.” 
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character and that one on the 
Amiga. Still nothing realty major has 
changed as far as the gameplay 
goes, just a few tweaks to the sto- 
ryline to make it viable/' 

Technically Universe does some- 
thing that's never been seen on a 
standard Amiga adventure before. 


it has up to 2 56 colours running at 
one time. J 'Rolf did the backgrounds 
on Curse Of Enchantia and had no 
problems on the PC because he 
could use 256 colours. Out we had to 
convert it to the Amiga using only 24 
colours for the backgrounds plus the 
eight colours of the main character. 


What we've got for Universe is six- 
teen colours for the main character 
and up to 256 colours on top of that 
for the backgrounds. The only prob- 
lem this causes is that it limits the 
artists doing the other sprites for 
each screen. They have to draw them 
from the set background palette. 



ii! My ftshe 

is Boris and I 

wi is wonder-1 ns 


f you knew 

how to t 

he Ubeelworld? 
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(Left) Conversations 
are now possible 
thanks to the inclu- 
sion of text. This also 
means that objects 
can be described easi- 
er and puzzles can be 
substantially more 
challenging - a main 
fault of the first 
game. "Rather than 
you having so many 
icons to choose from 
and you knowing that 
to- solve a puzzle one 
of the other icons 
goes in there, there 
are now a lot more 
puzzles and a lot of 
different things you 
can do with them/ 



a small 
reen. 



(Above) This is where it all starts, on a 
barren asteroid that somehow supports 
life. From here it's headfirst into an inter- 
galactk war and bizarre alien landscapes. 
Notice the main character, Boris. "The 
main character is digitised/" reveals Gary. 
rj We went to a proper professional pho- 
tographer's studio to digitise the main 
character. Then we scanned him in, shrunk 
him down, pushed him about and so on. 
He is in fact the background artist, Rolf." 


There's no way round it." 

One of the other changes Uni- 
verse has to offer is the inclusion of 
on-screen text. One of the biggest 
criticisms people had of Curse was 
that there was no text anywhere in 
the game. Most objects were just a 
couple of pixels and ail conversa- 
tions were done using icons. None 
of it felt very real to Gary, "Where- 
as in Enchantia you might see a coin 
on a table that had to be picked up 
and used later on in the game, you 
wouldn't actually know it was a coin 
other than the fact that a couple of 
pixels flashed. Now you can actually 
go up to the coin, look at it pick it 
up and examine what r s on it. The 
problem with the icons in Curse was 
that it was hard getting the defini- 
tion into such a small space on the 
screen. It was difficult to get them 
to look like the things they were sup- 
posed to be." 

So, Universe contains over 256 
colours on a standard A500. It has an 
improved interface and a well devel- 
oped storyline. Also, according to 
Gary r it will have cinematic music 
that follows the action on screen, 
changing according to the situation. 

Sounds pretty sumptuous if you 
ask me. There's stiM one question 
that r s been unanswered, though. 
Just what is S.P.A.C? ' Because the 
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Amiga version of Universe has up to 
256 colours on screen/' explains 
Gary, "I had to develop a utility that 
allowed you to do this. The only 
problem is the Amiga doesn't have 
256 shades, so when you take a 
screen from the PC and convert it to 
the standard Amiga you lose some 
of those shades. Our artist kept say- 
ing that It kept 'spacing' our pic- 
tures r hence it was christened SPAC 
mode. Rolf did come up with an 
acronym for It: Super Pre-Adjusted 
Colour, It was nothing to do with 
me, though, I just wrote the 
program/' Those program- 
mers, eh? 
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Fido Dido may be the coolest thing since Walt Disney went into the deep freeze on this 
side of the Atlantic, but over there the spiky- haired one has been replaced by a red spot 
with shades. Simon Byron was the only one of us cool enough to check out his exploits 


on the Amiga. 


I ts a bit of a sick joke when you 
think about it. In the good old 
US of A the lead character from 
the game Cool Spot is used to 
advertise the popular fizzy drink 7- 
Up Vet what is the key ingredient 
in the popular teenage malady and 
anxiety developer that is acne? Junk 
food such as the aforementioned 
soda beverage. 

Of course, this is a mere 
bagatelle to the console industry. 
Of much greater concern than mere 
teenage angst is the performance 
of Virgin s Cool Spot. This is not, as 
you might think, the area of their 
office that contains the refrigera- 
tor, but the rather snazzy platform 
rompery that has been received 
with much joy and vigour on the 
Sega Megadrive. 

John Twiddy of Jaguar Software 
Consultants is no stranger to stylish 
platform games having been one 
half of the team that put together 
the astounding First Samurai {as 
welt as being the man behind the 
conversion of Global Gladiators - 
also by the same American pro- 
grammer, Dave Perry) and it is 
upon his shoulders that the task of 
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converting has fallen with a stag- 
gering thud, 

JH Mev Dine and I were doing 
Vivid Image Design until a year ago 
and I think the experience of First 
Samurai took SO tong that's ll r S 
quite a refreshing change just to do 
some conversions," says John. 

You don F t get a lot of freedom 
doing straight port-overs though, 
surely? "Not a tremendous amount. 
Ultimately it would be quite nice to 
do certain things in your own cer- 
tain ways, to leave your own mark 
on the thing. But at the end of the 
day Virgin have a game that is nice- 
ly tweaked and nicely playable so 
they feel it's better to stay with 
what they've got." 

In case you're not familiar with 
the Mega Drive version of Cool 
Spot {and there's no reason why 
you should be), let me explain 
w what r s going on. Cool is the 
^ last of a whole bunch of spots, 
the rest having been captured 







(Left) Seeing as how Cool 
advertises 7-Up in the States, 
his weapons take the form of 
product placement. In this 
cas# he fires little balls of car- 
bonated gas at all and sundry. 


(Below) The task for each level 
is to collect thirty spots and 
then find the cage imprisoning 
your buddy. Quite why the 
spots are necessary is anyone's 
guess but that" s platform 
games for you. Spot's energy is 
depicted by the slowly peeling 
spot in the top left corner. 
Occasionally a bad guy will 
offer up a spot-restoring 
potion to heal the sore. 


There are a 
couple of things that 
could have been 
slightly better like 
the scrolling speed 
and maybe some of 
the backgrounds but 
playability wise it f s 
perfect. 

John Roberts, 

Cool Spots producer . 

by the rather oddly-named Wild 
Wicked Willy Will [r\Q comment), out 
to prove to a disbelieving world that 
these tiny creatures exist. Naturally 
Cool wants his buddies hack so, 
armed only with his gassy bubble 
things (he advertises 7-Up remem- 
ber), he must 'battle his way past 
endless enemies In order to reach 
each of his buddies at the end of 
each level * 4 and so on. 

Let's face facts, it's another colour- 
ful platform game with an implausi- 
ble plot Doesn't Twiddy think there's 
room for something a bit deeper 
with this genre? "I suppose at the 
end of the day if is just another plat- 
form game/' he agrees "I really think 
that the Mega Drive version is a real- 
ly nice platform game though lt r s 
just such a cute character." 

The task of moving a game from a 
console to computer isn't an easy 
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An agile chap, Gaol doesn't fust 
jump from one part of the screen to 
the other - that wouldn't be nearly 
stylish enough. If you push up 
while walking, Cool fakes off into a 
triple forward somersault, landing 
with grace, style, poise and in the 
jaws of a waiting villain usually. 



The animation in Cool Spot is 
superb, with every part of Cool's 
body being used to perform each 
of his actions. When he jumps, he 
jumps with gusto. When he walks, 
he walks with a bounce. When he 
dies, he dies with the kind of relish 
not seen outside of Hollywood. 








to think 40, "Because there's been so 
much press from the Megadrive ver- 
sion - it's had really good reviews 
and was called a lop game, certain- 
ly challenging most of the other 
platform games on the Megadrive 
(and that's a pretty big genre) - it's 
now quite well known. 

Jr We had it going round a recent 
consumer show and we had more 
kids asking about him than any of 
our other characters. It seems to be 
coming in just after Sonic and Mario, 
obviously, and I've been told that 
there were more questions asked 
about Cool Spot than Zool. I think 
that's because Zooi was on the 
Amiga so long ago and only now is 
it moving on to the SNES and 
Megadrive, which is quite a 
swamped market nowadays/" 

It's pretty swamped over here too 
but Virgin are pretty confident that 
they have a clear winner on their 
hands.. Or course, there's one thing 
that they should be worried about. 
Cool or no r kids don't like spots. 
Wefl have to wait and see whether 
they'll greet this American icon with 
open arms or whether they'll be 
reaching for the Clearasil en masse 
(all these mentions of 7-Up, Clearasil 
and Pepsi Max - anyone would 
think I'm getting paid for these 
subliminal adverts.,, which of 
course I am). 
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(Above) I He crab 5 are the easiest 
of Cool's enemies, rooted as they 
are to a single place. Other, more 
vicious nemeses include spiders, 
Cheese-throwing mice, wasps, 
frogs and robot creatures. 
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one. Especially when, like Twiddy, 
you Ye constantly being moved your- 
self from one project to another. 
John Roberts, Cool Spot's Producer 
at Virgin, explains: ''Originally John 
was converting Cool Spot directly 
from the Mega Drive, but he got 
moved over to do Aladdin instead. 
However we didn't actually have the 
contract to do Aladdin at that point 
and since it didn't look like we'd get 
it all ready before Christmas, John 
was moved back on to doing Cool 
Spot and asked to get it out before 
Christmas/' 

Despite all these moving viola- 
tions, both Twiddy and Virgin are 
more than pleased with the results. 
r, We r re extremely happy," exclaims 
Roberts. 'There are a couple of 
things that could have been slightly 
better like the scrolling speed and 
maybe some of the backgrounds but 
playability wise it's perfect " 

The biggest problem facing Twid- 
dy was the mark down in graphic 
colours. "Getting the sixty-four 
colours of the Mega Drive onto the 
Amiga was the major headache. 
We've got it as close as possible and 
there are only a few small differ- 
ences, Instead of a red plane, for 


(Above) As with all good platform 
games, the central character has a 
variety of (Above) 'boredom' 
routines. In Cool"s case these fake 
the form of cleaning his glasses, 
clicking his tmqers, yawning with his 
entire body and performing all man- 
ner of tricks with his yo-yo. 

(Below) lust to hammer home that 
Beach Bum/Had/Ultra-Coot/Surfer Boy 
Image that the programmers insisted 
on inflicting the poor chap with. Cool 
starts the game by surfing atop a 7- 
Up bottle. It's not a patch on the 
Pepsi Max Oudes advert though. 


instance, there'll be a blue plane 
because of the palette." 

The other hurdle was down to the 
speed differences between the two 
machines, "On the Megadrive," he 
explains, JH if runs at fifty frames per 
second. On the Amiga it's twenty- 
five, essentially half the speed. One 
area where I tried 1 to Improve this, 
which was also a part of the original 
game that I found very frustrating, 
was the speed of the main character. 
I found he didn't speed up fast 
enough when walking so I changed 
it slightly there/" The result of this is 
that although the screen itself 
doesn't move as fast as the Mega 
Drive version, the main character is 
actually slightly quicker and the two 
compensate for each other 

Of course, accurate graphics and 
speed-up tricks be damned. Cool 
Spots main selling point is the 
potential charm of its central char- 
acter. Already a cultural icon in 
America (a task which it would seem 
requires nothing more than the abil- 
ity to appear on TV for ten minutes), 
it's debatable whether he "II be able 
to achieve the same kind of appeal 
over here. 

Virgin PR man Doug Johns seems 
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Matt Broughton 
admits to have been 
in the Dennis The 
Menace fan dull, so 
who better to look 
at the first of 
Alternative's Beano 
licences? 

A s a child, I was a huge tan of 
comic-book characters (I'm 
not much better these days to 
be honest, it s just that nowadays 
my interest lies with characters who 
wear tights and fly) and what would 
you find standing proudly among 
my badge collection? Yep, my Des- 
perate Pan Fie Eaters Club badge 
and my Dennis and Gnasher badge 
(complete with shaggy hair and 
wobbly eyes). So it was with a nos- 
talgic whiff in my nostrils that i 
turned my attention to the forth- 
coming licence from Alternative - 
Dennis and Gnasher 

Alternative's managing director 
was very keen to pick up the comic 
licence for some time, but DC 
Thompson (Dandy and Beano's 
publishers), being an old and estab- 
lished company, were wary of dab- 
bling' in what to them was a new 
technology. Alternative soon man- 
aged to convince them, though, 
and now we can expect to see 
other releases featuring Desperate 
Dan, The Bash Street Kids and 
Korfcy The Cat, But what's Den- 
nis and Gnasher all about 




mm IL m isometric) it's 

difficult to say 
’frr^v T & because I can J t 

think of recent exam- 
ples, but go right back in time and 
there are things like Alien-S, along 
with others in the same vein, There' s 
a lot of strategy and puj^le-solving 
throughout the game, most of 
which take the form of 'find a tram- 
poline, jump up a tree, find anoth- 
er object and use that , etc." 

The only real programming prob 
lem has been cramming [tail in r with 
something like 1500 screens of 
graphics to be crunched down - but 
Alternative are confident that they 
have a winner on the way. 'Most of 
the character licences seem to be 
platform things, but this one really 
suits the character. Dennis is just 
right for this view - wandering 
round the town, attacking people, 
firing things, breaking windows - alt 
that sort of thing." 

Hmm, not exactly good lessons 
for the kids, but then again, if could 
have been worse. It could have 
been "Street Fighter 2 - the 
Beano Edition'*. Frightening. 


buildings and all the rest of it - V- 
you really need to have a took at^J 
the Beano to get some idea of it. 

"The whole town is actually 
mapped out and the DC Thompson 
people Nave been so pleased with 
the areas of the town that we've cre- 
ated ourselves, theyTe actually con- 
sidering using them as part of the 
real town in the comic." (At this 
point Richard realises that he r s refer- 
ring to Beano Town as real and 
excuses himself for a coffee and a lie 
down - he's been on this project tar 
too long.) 

Sly advertising for the game will 
come in the form of comic-related 
plugs and you might just find Den- 
nis playing the game in the real 
Beano - "Don't interrupt me now 
Gnasher, Cm playing this stunning 
game from Alternative with its hun- 
dreds of... blah, blah r blah). 

Obviously there's no shortage of 
character ideas, but where did the 
Idea for the game originate from? 
Richard: "Well, due to the view [i.e. 


then? Over to Richard Naylor, D&G's 
project director, 

"In the game you play the part of 
Dennis who lives in Beano Town. The 
story here Is that four of Dennis's 
friends have gone missing and Den- 
nis has to go around Beano Town 
menacing various people to get 
help. Find a character and they can 
help you with other tasks - for exam- 
ple, once you r ve got Gnasher, you 
can control him with a dog whistle 
and use him to bite his way through 
areas of the landscape, giving access 
to other routes in and out of the 
town." 

Alternative aren't just concen- 
trating on Dennis and Gnasher - 
they've even included the whole of 
Beano Town, complete with all your 
favourite characters. ,r As you can 
imagine some of them are really 
weird - it r s really surreal this place!" 
laughs Richard, "There's one partic- 
ular area you can go where every- 
thing is upside-down. It just blows 
your mind when you get to it - 
you're thinking 'what 
the hell is this?* m 

There are cas- 
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spooky 









NU WAT! Your Cool SPOT chums are locked away! YES WAY 
as Cool SPOT are here to save the day! Quit gawping over the 
dreamy scenery, the awesome animation and most savoury j 
sound around. Play! Man, this is the hairiest,,, f\ / 
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ROBINSON' 

REQUIEM 


Daze 


F ar in the future, a brave scout 
officer is sent off on an assign* 
ment to reconnoitre an unknown 
pianet. But little does he know that 
it's a trap, set up by the corrupt gov- 
ernment to get rid of this agent who 
has become, how shall we say, J a 
nuisance' to them. No sooner has 
the scout's ship neared the unchart- 
ed world than mysterious forces 
drag it down to the planet s surface 
where it tragically crashes, 

Fortunately the scout escapes 
from his ship in the nick of time and 
now finds himself stranded in the 
middle of a mysterious jungle, 
equipped with only a survival kit 
containing medicine and tools and a 
micro-computer secured to his chest 
which keeps him informed of his 
physiological condition. 

The simple aim of Robinson's 
Requiem, which Daze describe as a 
'survival simulatioiVacIventure', is to 
leave the planet. This takes the play* 
er through a novel scenario in which 
he'll have to confront numerous 
extra-terrestrial s, as well as other 
agents' who, like himself, have been 
condemned to this strange prison- 
like world for poking their noses in 
where they weren't wanted. 

If nothing else, Robinson's 
Requiem promises to be a graphical 
treat. The game 'universe 1 is viewed 
in real-time 3D and boasts such 
exciting features as texture map- 
ping, lighting according to distance, 
shade calculations and interpolation 
of altitudes {whatever that might be, 
but it sounds good). 

Overall there's something like the 
equivalent of five square kilometres 
of map area to explore and ten dif- 


ferent scenarios to tackle' Jungle, 
forest, canyon, creek, extraterrestri- 
al village, underground passages, 
potholing, lunar volcano, high-tech 
store and graveyard. 

Because this is a 'survival simula- 
tion', the characters you meet all 
serve a purpose rather than just 
being there to be shot. For instance, 
the half-prehistoric, half-fantastic 
hybrid monsters provide meat and 
hide, while other prisoners can be 
robbed for their arms (not their actu- 
al arms, of course, but their 
weapons), food and clothing. Other 
creatures include cyborgs - respon- 
sible for protecting and maintaining 
the planet - and alien tribes - respon- 
sible for making you poo yourself. 

The game also simulates the 
human body and its functions, and 
all the variables are calculated in real 
time. For example, the fatigue of the 
player depends on his actions (run- 
ning, walking, fighting, etc], the 
weight of his bag, the infections and 
pains he experiences (illness and 
wounds), the necessary sleeping 
time, the outside temperature and 
the weather (phew!). 

I don't recall having ever seen a 
'survival sim 1 before so the game at 
least promises to be something a bit 
different- You can rely upon us to 
give you more as we get it. 
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DARK 

BLADE 


D.E.X. 


O h, it's very easy to create a mood 
Isn't it? I mean, let s just make it 
rain all the time, give everything a 
metallic look, and give all the char- 
acters a chiselled. David Bowie kind a 
look. Oh yes, and then well describe 
rt as 'cyberpunk'. Very original. 

Blade Runner has got a lot to 
answer for if you ask me (and I'll act 
as if you did). If I had a luncheon 
voucher for every time l"ve loaded up 
a game for the first time and been 
confronted with a blue-black drizzly 
scene, rd have enough to feed 
Upch urch for a week (i.e. a bloody 
huge amount of vouchers!). 

(Mo doubt a glance at the screen- 
shots and my moaning have already 
given you the hint that park Blade 
is yet another journey into a harsh, 
post-apocalyptic world where noth- 
ing is quite as it once was, and every- 
one's so drenched with radiation 
that they have the grace and ele- 
gance of a deck chair'. Or something. 
This does score points for trying to 
be a bit different, though, as it's a 
bike racing game with bits of atmo- 
sphere chucked in for good measure 
and - even better - you've got 
weapons! Yessssssfl 

I would like to spend some time 
talking about the game and its sto- 
ryline, but due to that fact that the 
programmers come from some dis- 
tant country and I have no grasp of 
their language. I'm afraid to report 




that my numerous phone calls have 
been fairly unproductive, As far as I 
can understand (and. I hasten to add, 
this is following a conversation with 
the programmer Stephana Aquino, 
whose only words of English are 
"Yes",, "London ' and "No"), you 
must make as much money as you 
can by competing in a number of 
races stretching across the continent. 

As you race across the blasted 
lands you'll encounter acid rain, 
snow, radioactive wind, sand storms 
and eruptions to name but a few 
'natural' hazards, not to mention a 
number of opponents who can be 
rammed or shot at with your on-bike 
weaponry. After each stage, you can 
enter the various cities and make use 
of the bars to bet on race results, and 
visit 5 hops where upgrades can be 
bought using your hard-earned cash. 

The game is flagged as containing 
features including speech, three lev- 
els of parallax and 7 BMb of graphics. 
It looks quite nice, but you'll have to 
wait until I learn a second language 
for the next report. 
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Kompart 





Y ou might recall the European 
Computer Trade Show report 
that was featured in the October 
issue, hut one thing Gary Penn failed 
to report on was the strange phe- 
nomenon that is Post-ECTS Disk 
Trauma'. This is a little known con- 
dition where members of the indus- 
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try keep finding mysterious demo- 
disks secreted about their person for 
months after the event. It's hap- 
pened to me (and I won't tell you 
where I found it) but thanks to this 
phenomenon, I can now tell you all 
about a little platformer by the name 
of Naughty Ones, 

Kompart's latest entry into the 
platform arena takes one player or 
two players simultaneously through 
five different worlds on a simple, no- 
frill s points-collecting journey - that's 
right, there's no kidnapped girlfriend 
to rescue and there are no monsters 


CC 

CL 



from hell to defeat. The different 
worlds each have their own trials 
and tribulations and consist of ten 
screens each filled with different 
point^giving items and bonuses. 

The first world is a blue/grey 
industrial world filled with flying and 
stomping robots, and you'll need to 
avoid moving machinery and spitting 
furnaces to move on to the next level 
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- Crazy Clocks. This world looks much 
like an old English library, with old 
docks and numbers wandering 
around, throwing things at you, 
Strange. 

The Furious Fire world is, bizarrely 
enough, on fire as matches and 
lighters wander around trying to 
bum down the platforms on the 
screen. You're equipped with a 
fire extinguisher and have to 



stop the fiends before the whole 
world burns down. 

The domed towers of Moscow 
provide the back drop for the Red 
Russians world, where Cossacks, fly- 
ing hammers and sickles, rotating 
red stars, birds and tree dolls all 
take turns at trying to do away with 
you, and then it's on to the final 
world ■ Evil Egypt 

Old King Kef re ns pyramid is 
filled with treasures but it's also 
filled with mummies, snakes fl hate 
snakes Jock, I hate J em), spiders, spi- 
ders and spiders. Make it through 
the pyramid in one piece and you'll 
have to deal with King Kefren him- 
self in all his lightning-spitting 
glory. All of the worlds also include 
bonus screens offering the chance 
to boost your overall score, 

i m sure it will come as no sur- 
prise to learn that icons can be col- 
lected that provide the player with 
extra lives, invisibility, speed-ups, 
etc, etc, and there are the obligato- 
ry end-of-level guardians to be 
passed. 

It might not sound very original 
or exciting, but it looks very pol- 
ished and the preview version we 
played had a certain Bubble Bobble- 
esque charm, so watch this space 
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SHERLOCK NESS 
AND THE DINOSAUR 
DETECTIVE AGENCY 

Alternative 


W hen I was a kid I used to get up 
extra early on Saturday morn- 
ings to make sure that I didn't miss 
any of the cartoons that were on. As 
you might imagine, I don't do this 
any more (well, not often) but, in 
honesty, cartoons just aren't the 
same as they once were anyway. 
Gone are the lovable animal detec- 
tives and such, and in their place are 
huge muscular axe-wielding killer 
frogs. Or something. Anyway, 
where's all this leading I hear you 
ask„ Well, it's actually leading to 
Alternative's new game hero who, 
funnily enough, is an animal detec- 
tive - hurrah!, 

Sherlock Ness is a platform/puzzle 
game with bits of strategy chucked 
in for good measure. The gam# Is 
made up of four separate cases that 
must be solved in sequence, each 
one starting in your office with a 
concerned client outlining the task to 
be done. 

The first part of each case is a plat- 
form romp, with various secret tun- 
nels and higher levels for your dino 
to explore while a number of strange 
and interesting baddies do their very 
best to separate you and your supply 
of lives. 

And what do you have to protect 
yourself With? A camera. Yes, as 
unlikely as it may sound, you possess 
a camera with a limited number of 


flashes, and can stun anything with- 
in range with one exposure, allow 
mg you to nip past At this point I 
would like to apologise for not mak- 
ing any chucklesome remarks about 
'flashes and exposures', but l really 
can t be bothered. 

As you walk around the platform 
areas, you'll notice areas of ground 
that are a different colour to the rest, 
and if you pull down over these 
you'll use your d in o-s kills to burrow 
into a number of hidden areas just 
waiting to be explored. 

Should you reach the end of that 
level you'll confront the perpetrator 
in a little arcade sequence where you 
have a limited number of shots to 
frame the bad guy In a photo - a sort 
of pacifist s Operation Wolf. 

The game Is looking quite cute 
and should be out about now, so 
keep 'em peeled and we'll let you 
know what we think of it next 
month. 








A vision that the Psyonic Council just couldn't ignore. A force so mighty it could rfp 



the very foundations of Perihelion from the earth. And Project Awakening is born... 

Its name is whispered only in hushed voices; it's form is a mystery straight from a nightmare 
Choose your race, your powers, your spells and begin the quest against the most ancient 

and terrible power the universe has ever seen. j 

Perihe/jon is an incredible cyberpunk RPG set in a world of cruei and dangerous mystery 


Available on the AMIGA now 
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Want to know what games will be coming out next year? Okay - then why not ask us in 
twelve months' time, after all, we can only guess what will happen in '94. You want six 
pages of pure speculation and not many facts? No problem - Simon Byron's your man. 
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RENEGADE 

Thh is what we need - Renegade are 
releasing a number of games 
tweaked sper-killy for the CD32 
which 1 !! include The Chaos Engine 
and Fire & Ice (both out January). 
Both will feature additional intro 
animations and CD- quality sound, 
with Fire & Ire also boasting 50 
frames a second scrolling as 
opposed to the original s 25. Speed 
ball 2 will be enjoying its CD debut 
in March along with Undium 2. 
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Elfmania 

Help ate date: March 1994 



You really aren't going to believe 
thii Elfmania has got to be the 
finest example of what the A50G 
really is capable of. Expect gor- 
geous sprites, wonderful back- 
drops (which animate, by the 

way) a^d ea^y to grasp game- 


play when Renegade release what 
will undoubtedly be the best beat- 
em-up of the year. 

Flight Of The 
Amazon Queen 

Release slate: May, 'June 1994 

Th is graphic adventure is being 
coded by 0 inary Illusions, a group of 
Australian comic book writers, and 
features the exploits of the hilari- 
ously-named Joe King, who's a free- 
lance pilot- After a series of unfor- 
tunate events, Joe loses one of his 
passengers (a pert starlet by the 
name of Fey Ruffle), and thus begins 
much adventuring in the heart of 
the Amazon Jungle. 

Legend of the Amazon Queen is a 
politically-correct adventure, so if 
you make any sexist comments to 
any of the female characters then 
you'll be in deep water. Using a 


fresh graphical style and unique 
player interface, coupled with some 
genuinely funny one-liners (very 
much in the style of the old Abbott 
and Costello films, we're told), Ama- 
zon Queen promises to be a stun- 
ning debut from Binary Illusions. 

But what's really set our mouths 
watering is the CD32 version. We've 
been calling out for it for some time 
now, and it looks as if by next 
Autumn our wish will be granted - a 
'talkie" graphic adventure with 
actors and actresses reciting the 
text. Hmm, sounds dreamy,,. 

Sensible World Of 
Soccer 

Release date; June 1994 

'"The perfect blend of football man- 
agement and arcade action," is 
Renegade's claim. Yes, the sequel to 
Sensible Software's classic soccer 
sim is shaping up to be even better 
than the first - just digest the info 
that follows and I bet you'll be pos- 
itively foaming. 

Although you'll still be able to 
play the game as a quick one- or 
two-player blast, the single-player 
mode has an objective: to build up a 
World Cup-winning team, You'll 
have to start the game as a Third 
Division manager (from any league 
in the world) and by selecting a 
strong team and doing well over a 
number of seasons you have to 
either take your team to the top of 
the Premier League or keep accept- 
ing jobs from other sides until you 
end: up managing one of the Premier 
League's best teams. Eventually, if 
your performance is up to it, you'll 
be offered the National team to 
manage and access to the any play- 
er from any team from any league. 
Then it's off to win the World Cup,.. 

Sensible World Of Soccer will be 


an extension of the Mega Drive ver- 
sion of Sensible Soccer, which 
includes an icon over the star play- 
ers and a special option whereby 
the star player can perform a ‘super 
blast' whenever he’s in front of the 
goal There'll also be an on-screen 
referee and physio option. 

And that's as much as we know. 
Look out for more news soon. 

And The Rest... 

Only three more games to chat 
about here.. The smart platformer 
Ruffin' Tumble looks set for a July 
release, there'll be a new and as yet 
untitled Graft gold game In Novem- 
ber, followed rapidly by a Motor- 
cross-type game from Andrew Bray- 
brook. 


MILLENNIUM 

l don't know what's going on at Mil- 
lennium's HQ but they certainly 


Flight Of The i|4 
Amazon Queen mj 
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intend to overdose on Amiga good- 
ies during the coming year The 
games listed below are only as much 
as they are prepared to give away - 
rumour has it that as well as the big 
name licences they've informed us 
about, they're currently negotiating 
for a whole Pot more. Still on with 
the confirmed games. „« 

James Pond 3: 

Operation Star FISH 

Release date: February /March 1994 

This, the forth James Pond game 
(including his sporty outing in the 
Aquatic Games, that is), promises to 
be a faithful conversion of the Mega 
Drive game, complete with alf the 
groovy parallax and sexy animations 
the Sega gamers currently enjoy, It 
is H and P quote here, *the biggest 
and fastest Pond game yet - it out- 
Sonics Sonic and out- Marios Mario," 
And although that's a bit of a crud- 
dy sales point, when you consider 
that Millennium have sold Over 
1,000,000 Pond games across 14 for- 
mats, I for one am not going to take 
what they say lightly. 

In fact, Millennium regard James 



Pond as the Amiga's flagship game 
character and believe that Pond 3‘s 
CD32 version will help to sell the 
machine in much the same way as 
Sonic and Mario pushed their respec- 
tive consoles. 

And if all the hours of gameplay 
Pond 3 promises isn't enough to be 
giving away. Millennium will be 
including free membership to the 
FI5H Club for the princely sum of 'no 
pee' a And you can t say fairer than 
that, can you? 

Pinkie 

Release date: Easter 1994 

' He r s the darn cutest damn creature 
you've ever seen," enthuses a motor- 
mouthed Millennium spokesman. 
And considering he r s seen a damn 
sight more of the character than we 
have we ll just have to take his word 
for it. 

Apparently, Pinkie is a platform 
game in the truest sense of the 
word, which presumably means it s 
got platforms in it. Gut what will 
make Millennium's platformer stand 
apart from the crowd will be its cun- 
ning use of colour - instead of con- 
centrating on getting X layers of par- 
allax coupled with billions of 
on-screen colours, the programmers 
have stuck with a more eye-gratify* 
ing palette. 

In fact, the same talkative Millen- 
nium spokesperson reckons that the 
game's use of pastel colours could 
almost guarantee it a Habitat licence. 
The game will be released across a 
number of formats but the Amiga 
version will be out first. Of course. 

Troll Island 

Release date: Hay 1994 

Mot that we're counting or anything, 
but Troll Island will be the second 
licensed Trolls game to hit the Amiga 
in just over a year. Still, Hair's effort 
was pretty smart and if Millennium 
continue pumping out games of the 
quality they have then this May 




release won t be rubbish, that's for 
sure. 

From the sketchy details we've 
been given. Troll Island will place you 
in control of four distinctly different 
Trolls, each of which has his or her 
own unique powers. By using them 
in a Lost Vikings^y kind of way, you 
have to negotiate a series of plat- 
forms TV puzzles in an effort to 
restore the land to its former glory 
(apparently, the land has been 
swamped by a mysterious fog which 
has destroyed all the radiant colours, 
reducing them to a dull grey affair). 


Pinkie 
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Although Troll Island is still a long 
way off, it sounds like a decent plat- 
form excursion, and I for one will be 
queuing up for a bus ticket. 


Mr Magoo 

Release dates August 1944 (AI200) 

If you wanted to create a game 
based around the hilarious antics of 
v i rtu a lly- b li nd- w i tho ut- hi s- s pecs M r 
Magoo then it would be easy, I reck- 
on. Just tell the prospective gamer 
that he is Mir Magoo and blank the 
screen for five minutes or so to sim- 
ulate his rather poor vision. Money 
for old rope. 

Rut Millennium just aren't like 
that, you know. They have decided 
that the best way to translate the 
cartoony antics of old four-eyes h 
keep your filthy little mitts off Mr 
Magoo and instead place you in coo- 
trol of everything else around him. 
He'll follow a set route and by 
'becoming' various objects you can 
guide him safely to his predefined 
destination {for example, by 'becom- 
ing', say, a vase you can wobble 
yourself off a shelf and cause Magoo 
to stop when he hears the resultant 
crash or something)., 

As you've guessed, my knowledge 
of the game isn't sufficient enough 
to allow me to pass A J -Level Magoo, 
but this is a very early look after alk 
If you can excuse the rather sad pun, 
you can bet we'll be keeping 'em 
peeled for this one in the 
future. 
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Brutal Sports Soccer 

Release date: Summer 1444 

The second of the Brutal Sports 
series, Soccer will brutally simulate 
the game we know as football, so 
expect Sots of blood, gore and decap 
dating during ninety minutes of 
sheer hell. Millennium assure us that 
this will be a must for all soccer fans, 
and who are we to say it won't? 

Before we go, can I just relate an 
interesting tale that someone told 
me the other day? Thanks. 

You know that Brutal Sports Foot- 
ball is called. um r Brutal Sports Foot- 
ball? Well, only it you live in the UK 
or anywhere else apart from Ger- 
many^ that is. You see, because the 
German software industry is more 
prudish than Mary Whitehouse's 
daughter behind the brkesheds, they 


decided that the gore quotient in the 
game was just a little bit too much 
to handle 

Not ones to miss out on the 
chance to flog a load of software, 
Millennium hastily retired the game 
to 'Crazy Sports Football', informed 
the relevant authorities that the con- 
testants decapitating each other 
aren't in fact futuristic soccer players 
but only robots, and that the whole 
thing is a bit of a laugh, and - hey 
presto* - happy Germans and a 
happy publisher. And thus ends this 
interesting tale. 

Diggers 2 (CD32) 

Release date: November 1444 

Played Diggers to death already? 
Then you'd have to wait another 
eleven months before Millennium 
release the follow-up, conveniently 
entitled Diggers 2. 

Toby Simpson is once again* the 
man behind this mining extravagan- 
za, and he's promising harder puz- 
zles, better mining equipment, more 
space exploration and more aliens. It 
sounds to us that he's promising 
more of everything, basically, which 
is a task in itself considering the size 
of the first game. There's not much 
else to report on this at the moment, 
so let's move quickly on to... 

Embassy Siege 

Release date: Winter 1444 

Many moons ago, a software house 
called Gremlin decided to embark on 
a strategy project that looked 
extremely promising from the early 
screenshots and demos we saw. 
Unfortunately, Flag {as it was called) 
never saw the light of day - Millen- 
nium snapped up the game during 
its development but since then we've 
heard nothing Until now. 

Although Embassy Siege isn't Flay 
(obviously), it is loosely 
based around the 
original game- 
engine, *o any simi- 
larity between the 
way the two 


NoMy'f going 


Saurus 


play Is entirely coincidental. Howev- 
er, the scenarios are completely dif- 
ferent - Embassy Siege places you in 
control of a super hard team of 5A5 
geezers while in Flag you controlled 
some, erm r flags as they raised and 
lowered themselves (Note: I'm lying 
here - Flag promised to be an 
intensely engrossing wargame job- 
bie. 1 just thought I'd try and liven 
this bit up a bit). 

In Embassy Siege you have to res- 
cue hostages and blow up terrorists 
which is a bit fortunate considering 
the game is based around the SAS 
After all r if you had to leap from plat- 
form to platform while jumping on 
the nasty wrong -doers' heads then it 

would lose 
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some of its authenticity.. You'll have 
a\l the SA5- related equipment at 
your disposal {such as X-ray cameras 
and big soct-off guns), and you'll be 
able to employ all the tactical 
manoeuvres the real soldiers do. 
Sounds like a schoolboy's dream- 
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Cool Spot 

Release Date; February 1994 

Read this month's Work In Progress 
for an m-depth guide to this SNES 
conversion. 

Crash Dummies 

Release date: April 1994 

This Acclaim conversion has received, 
ahem, 'mixed' reviews from the con- 
sole mags, although the Amiga ver- 
sion is still a way off so hopefully Vir- 
gin will take note of the comments 
and do something about them. Vir- 
gin describe the game as an “arcade 
platform action-type game 1 ' which 
probably sums it up nicely. 

D-Day: Overlord 

Release date: April ‘94 

Remember Reach For The Skies? You 
do? Goodj because. Rowan Soft- 
ware, the development team behind 
that are currently working on D-Day; 
Overlord, which is, one presumes, a 
flight sim based around the D-Day 
operation during the Second World 
War. 
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Soccer Kid CD32 


THAUON 

First the good news: Ambermoon is 
currently being translated from Ger- 
man to English and should be avail- 
able during February. As for the rest 
of Thalkjn's releases, thing's aren't 
so concrete^ Air Rescue, the heli- 
copter arcade game based around 
the the No Second Prize game- 
engine is "happening", as is Airbus 2 
and Night Approaches, 

JWINDSCAPE 



And The Rest... 

Millennium are currently developing 
a heat-'em-up based around anoth- 
er big -name character licence. And 
that's as much as they'll tell us. 

However, they're more forthcom- 
ing with the details of James Pond 4, 
which will be out next Christmas. 
JJ Yes p we re doing it/' they confess. 

VIRGIN 

You can expect a veritable mixed bag 
of releases from Virgin. Arcade 
games, platform games, graphic 
adventures, flight si ms... the list goes 
on. The games they've given us any 
information on are just the tip of 
their buqe software iceberg, so 
watch out for mure news in 4 erm, 
News. Probably 


Saurus 

Release date; June 1994 

From Cryo, the team behind the 
excellent Dune and KGB, comes this 
adventure jobhie featuring (would 
you believe?) talking dinosaurs 
roaming a man's world. The PC CD- 
ROM version will incorporate actors' 
voices so let's hope that Virgin con- 
sider doing a similar kind of thing tor 
a CD32 version. Fingers crossed, eh? 

And The Rest... 

The all-important "Will they?7 J Won't 
they?' poser still hangs over Virgin 
(Interactive) as to whether dr not 
Kyrandia 2r Hand of fate will get an 
Amiga release. Let me just say this: 
there'll be bloody trouble if it 
doesn't. 


Evasive Action 

Release date: Early 1994 (CD 32 ft 
AIIOO only} 

Evasive Action is not a flight sim. But 
then again, it's not a sports sim or an 
egg timer, either. I could go on for 
hours listing things it's not so let's 
turn this around and be positive. 
Evasive Action is "an air combat sim- 
ulator, appealing to gamespiayers as 
well as flight sim fans." Right. I'm 
glad Mind scape managed to clear 
that up. 

The game promises a load of fea- 
tures such as narrative cutaways and 
spy Screens which will detail the 
unfolding action, as well as realistic 
sound effects to compliment the 
dogfights. Mindscape reckons that 
Evasive Action wifi make one-on -one 
dogfighting entertaining because 




the game draws style from arcade 
coin-ops. Which sounds impressive 
even if we don't quite understand 
what they’re going on about, 


Out To Lunch 

Release date: Easter 1994 

This cutfisie platformer is based 
around the hapless Pierre Le Chef 
and his attempts to create the per- 
fect culinary dish. However, his 
ingredients don't fancy the idea 
much so Pierre has to journey 
through 48 ‘"challenging"" levels, cap* 
turing all the vegetables and deposit^ 
ing them safely in The Cage. 

So it's basically a co!lect~ F em-up r 
but a very fine and jolly one at that. 
The game's already a big hit on the 
consoles and the Amiga version 
should oe almost identical in every 
way (apart from less colourful back- 
grounds, ot course) so it looks like 
this could well be one to watch. 

Battletoads 

Release date: “Sometime In *94“ 

Er. Yes. Urn.,. 

Glimey, it seems as if this has 
been in development for at 
least a couple Of years. And 
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that's because it has. Mindscape 
promise that they will get around to 
finishing it off during the next few 
months, but then they've been say- 
ing that for ages, haven't they? 
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And The Rest... 

Mindscape have just signed a deal 
with a major development team who 
appear to create a new game every 
couple ol days SO their '94 release 
schedule is by no means complete. 
But r for the record, the confirmed 
games you can expect from them 
during the next year goes something 
like this: Genesia (CD12), Fury Of The 
fumes (CD 32h Alfred Chicken {CD32) 
and O/Generation (At 200}. 



CORE DESIGN 

At the time of going to press , Core 
were still discussing their ‘94 
Amiga range, with only a few 
^ games given tentative release 
dates. First up will be Dark* 


mere (yes, really) which should hit 
the shelves in about a month's 
time. Universe and Heimdall 2 
{both featured in this month s 
Work In Progress) will be released 
around Easter time, with Skeleton 
Crew, a 3D isometric shoot-’ em-up, 
out towards the end of the year. 

KRI5ALIS 

Manchester United Premier League 
Champions will be Krisalis’s next 
Amiga release and should be on the 
shelves in January. The enhanced 
A12O0 version of Sabre Team with 
additional animations and super-fast 
gameplay will follow on in February, 
chased rapidly by r F1 Management 
Game’ (a working title which 
describes the game better than I 
could) in March. Traps ‘n r Treasures, 
a platform game, is also released in 
March. 

The month of April will bring two 
releases: Soccer Kid GD32 and Han- 
nibal, a game based around the 


exploits of the bloke who crossed the 
Alps on an elephant, amongst other 
things. 

Soup Trek: The Search For Stock is 
an interesting little arcade/ puzzle 
game where you have to capture 
ingredients for a massive soup in 
your tiny craft. From what we've 
seen it looks like this could we he 
one of the most original games of 
the year. Soup Trek will be released 
in May. 

Finally, you'll be able to take con- 
trol of four mythological chappies 
and guide them through five massive 
adventures in May when the isomet- 
ric RPG Legend is released, 

OCEAN 
Ryder Cup 

Release date: January 1994 

Ocean are the software publishing 
equivalent of the Midland Bank - 
they listened to the Amiga mags’ 
criticisms of International Open Golf 
Challenge and decided that they’d 
not release the game. Instead, they 
digested what they learnt from their 
experiences with that, let's face it r 
supremely average game and began 
to concentrate on creating a piece of 
software which will make PGA Tour 
Golf look like one of those hand-held 
LCD golf toys. 

From what we can gather Ryder 
Cup will feature accurately mapped 
courses displayed in all that 
Gouraud-shaded sexiness we know 
you love. As is the norm with golf 
games, you'll be able to make all the 
decisions real golfers have to face 
{which clubs to take out, which clubs 
to use, whkh clothing company 
you 11 endorse next} as well as tailor- 


ing the game to match your ability. 

With any luck well be able to 
review the game in the next issue but 
until then you J ll just have to wait. 
Sorry. 

Mr Nutz 

Helene date: Early *94 

Although the Mr Nutz advertising 
campaign has begun in earnest, we 
have yet to see a running version of 
this platformer. However, I did catch 
a glimpse of the 5NE5 version on the 
dig Breakfast and I have to say that 
even in my usual morning mood it 
managed to impress me. Or was it 
Gabby? 

Anyway, you play Mr Nutz who 
has to trek across a number of oh-so- 
cute levels, fending off the bad guys 
with only his nuts(z) and his tail. The 
game is programmed by Ocean 
France whose last game, as far as we 








WORK IN PROGRES 


can remember, was the brilliant Toki 
conversion, CVG, our ever-helpful sis- 
ter magazine, awarded the SIMES ver- 
sion a respectable 84%, and we all 
know that Amiga games are better. 
And if anyone else writes in saying 
Dear The One, W/hy do you con- 
stantly rubbish the consoles? It's very 
chfidish, you know" then I'm going 
to print their name, address and tele- 
phone number under the heading 
CLAIM A FREE A120Q. It's only us 
being childish, 1 
* 

TFX 

lie lease date: Early *94 

Oh yes. Oh yes, yes, yes, yes, yes. 
Gimme, gimme, gimme, etc. This has 
to be the J 94 release l J m most eager 
to get my hands on, TFX, as if you 
don’t know, looks set to blow every 
other flight sim clean out of the sky. 
It's being developed by DID (the 
blokes behind Robocop 3 and Epic) 
and by golly it’s looking fab. It'll only 
be available on the A1 200 and CD32, 
such are its hardware needs, so if 
you're an A5O0/6OG owner who's 
even remotely interested in plane 
games then upgrade now. And l 
mean that. 

And The Rest... 

Our Ocean contact mentioned a cou- 
ple of other confirmed releases: 
Super league Football and Super 
League Manager, both of which will 
be released ' early in '94 \ Odyssey, 
the follpw-up to Epic, is pencilled in 
for a mid-year release. There are also 
a number of rumours circulating 
about the licences Ocean are cur- 
rently negotiating* but because no- 
one's signed on the dotted line it 
would be unfair to men- 
tion them. 


Magic Carpet 
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MIRAGE 

Rise of the Robots 

Release Date: February 1994 

Well be carrying a demo of this rev- 
olutionary beat-’ em- up next issue so 
you'll be able to see for yourself 
what a completely fop game it is. 
Oh* well also be reviewing it next 
month, too. 

US GOLD 
World Cup 

(Working Title) 

Release date: May 1994 

Wow that the England team have 
assured that their place in the World 
Gup will be in front of the telly with 
the rest of us, US Gold's officially 
licensed footy game may prove to be 
the only good thing to come out of 
next year's competition, Obviously 
this game is going to have to go 
some to score over Sensible World of 
Soccer but without nothing concrete 
to see on either game we're pre- 
pared to keep an open mind. 



GREMLIN 

At the time of going to press. 
Gremlin were still discussing 
their planned releases for '94. 
The only two confirmed releas- 
es are K240, the Utopia-style 
God game, and Legacy of 
S ora si I, the follow-up to Hero 
Quest, 

DAZE 

First up from Doze is a football 
management game which will 
probably be called On The Ball, 
although that has yet to he 
finalised. Robinson's Requiem 
(previewed this issue) will be 
released in March, with Ishar 3 
("more of the same but bigger 
and better") following on in 
April. 


TITUS 

Blue Brothers' 
Jukebox Adventure 

Release date: January 

The Blues Brothers' second Amiga 
outing is a direct conversion of their 
SNES game, which some loved 
while others loathed. The game 
is far more traditional than the 
first in so much that the action is 
more or less left to right, differ- 
ing from the original's sprawling 
levels, which should appease 
those who found themselves lost 
and frustrated in the 'prequel'. 

MICROPROSE 

The only games confirmed for 
release during the first quarter of 
1994 are Starlord (a strategy. Arcade 
game in which you have to work 
your way up from humble Starlord 
to Ruler of the Galaxy), UFO (the fol- 
low-up to Laser Squad) and Pirates 
Gold CD32 (the sequel the Pirates! 
with flashier graphics and smart 



quests). Micro Prose have loads of PC 
games due for release during the 
year so you can expect conversions 
of them to follow shortly after. 

PSYGNOSIS 

Another list of games from those 
producers of top-quality software, 
SCO 00* deep breath, here goes... 
Dracula (January), Creepers (Febru- 
ary), Ben E. Factor (February), 
Armageddon 2 (February), 'G2' 
(March), Evil in Chayborne (Septem- 
ber) and 'Castle Game" (October). 
Unfortunately this is as much as we 
know at the moment but you can 
expect more next next issue. 

I'll be brief because we covered these 
three last issue. You can expect 
Theme Park around Easter, with 
Magic Carpet and Creation (both 
CD32 only* at the moment) fol- 
lowing on towards the end of 
the year. ^ 
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DAVID UPCHURCH 
Wf : Mr Upchurch has been a 

busy tad these last f^w 
months, but has still found 
time to reminisce over the 
domestic pleasures of 1993 
■ enjoying a holiday in the 
Caribbean with his young 
lady, and then becoming a 
j brother-in-law for the first 

Fond memories of The One? "The what?" 
magazine. "Never heard of it mate," Oh 
Well what about next year? "I hope to 
on a bi-monthly magazine for women." 
imagine you probably do. 


■PHH JENNY ABROOK 

"My favourite moments of 
1H 1993? Well, my holiday to 
Wt H the Bahamas was nice. Oh 

yes, and when I went to 
Amsterdam, that was brill, 
vf Oh yes, and when I went 

'■ away Jo Maderia I had a 
good time " Hmm. Jenny 
| | does enjoy being here, 

though, and some days 
hardly moans at all. Hopes for the new year? 
"To get more sleep, to help children and to 
work with animals," Presumably not at the 
same time, we hope. We've got David for that 
sort of thing, 


SIMON BYRON 
In true 'Byron fashion', 
Simon has been about as 
sad as ever, with the 
highlight of his year being 
the receipt of a Game Boy 
for a birthday present. As a 
result, he's spent the last 
few weeks of the year 
blagging free software off 
companies, while running 
The One in his spare time (i.e. while asieep), 
"1994 offers me the perfect opportunity to 
drink, eat and possible relax for just a minute 
or two". He's living in the Land of the Fairies, I 
tell you. 


RDICT PANEL EXPLAINED) 


MATT BROUGHTON 
Matt's fondest moment of 
1993 apart from joining The 
One (i didn't even mention 
that! - Matt.) was a trip to 
New York with his dad, 
where Matt was 
approached by an old man 
in Greenwich Village and 
asked to pose nude for a 
painting. Little did he know how valuable this 
experience would be for when he met David 
later in the year, Hopes for 94? "To get a pay 
rise out of that Upchurch Oh dear, 

oh dear. Next. 
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At The One we bdieve a picture speaks fl thousand words That's. why our reviews are a bit 
different and., we like to think, a Jot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game youYe reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by Informative captions 
that demonstrate every aspect of how the game plays. 

Finally there's the Verdict where we explain the game s good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed arid the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
man. 

Probably. 


Playability, which we hope will 
soon be incorporated! into the 
Oxford English Dictionary as a 
J real' word (write to your MP\) f 
indicates how easy the game is to 
get Into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 


Another 'new' word, Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 


The Amiga family is even bigger 
than ever now, with people able 
to buy A 500/60 CH r A1200* and 
CD 3 2s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as welt as whether 
any enhanced or cut-down 
versions of the game are planned. 


54 

58 

60 

62 

64 

66 

69 

74 

76 

78 

80 

82 

87 

87 


Mortal Kombat 
Jets trike 
Genes la 
ZooJ 2 

T2: The Arcade Game 

Lamborghini 

Microcosm 

Cosmic Space head 

Skidmarks 

Fury of the Furries 

Alio 'Alla 

Bubba n' Stix 

The Chaos Engine (A 1200) 

Nigel Mansell (CD 3 2) 


This piccy shows you clearly 
which Amiga - A 500/60 u, A 1200 pr 
CD32 - the game is being 
reviewed on. 


This panel indicates who is pub- 
lishing and who created the 
game, along with essential info 
such as how much the game 
costs, when itil he released, the 
control systemCsJ used, how much 
memory your Amiga needs to run 
it, how may disks it Comes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you con install it onto 
your hard drive. 


The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones Fisted above, which is 
why it's not simply an average of 
those scores. Anything scoring 
B5^b or above is considered an 
essential purchase. 


Virgin 
Rasputin 
Mind scape 
Gremlin 
Virgin 
Titus 
Psygnosis 
Codemasters 
Acid Software 
Mindscape 
Alternative 
Core 

Renegade 


This percentage indicates not only 
how well -drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be Indicated by a 
lower-than -expected Grap h ics 
score. 


As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
hut also on how well they 
enhance the game. For instance, 
an a ll-guns-b Fazing shoot- 'em- up 
with a silly bouncy jingle 
wouldn't do well here. 





You've seen the annoying American 
children shouting in the streets. You've 
witnessed the overly large pictures of 
Vinny Jones on posters while you're on the 
bus. Now r purely as an afterthought to the 
hype, Simon Byron reviews the game. 


jJas a computer game ever ram argue have managed to do with 
been hyped so much as Mo r- ElfmaniaK 
i Htal Kombat? It had an easy So it s good news dll round, then, 
time of it in the arcades, then it because, if you haven't already 
came to consoles and the world and gathered from a crafty glance at the 
his Tm no prude but,,.' wife piped mark. Mortal Kombat has turned 
up with untold horror stories about 
kids becoming homicidal thanks to 
this game - Nintendo even, banned 
the death moves from the SNES ver- 
sion! 1 Acclaim then flogged the 
rights to the Amiga version of Mor- 
tal Kombat to Virgin who,, after 
keeping us waiting for a little while,, 
have brought out a game which 
bears up well against its console 
cousins. 

The aim of Mortal Kombat, as if 
you didn't already know, is to seri- 
ously damage your opponent, In 
true Street Tighter fashion, you 
choose from a number of charac- 
ters, each with his or her own 
strengths and special attack moves. 

The overall object of of the game is 
to overcome the devilish Shang 
Tsung, but not before a gruelling 12 
rounds of punching, kicking and 
generally nobpleasant battling. 


(Below) At various points in the 
game, you get the opportunity to 
prove your strength in this sub- 
game. There are a number of varia- 
tions on the same theme - apart 
from the material you've got to 
smash with a karate chop they're all 
the same. Just waggle the joystick 
furiously and, when the bar goes 
over the indicator line, hit fire. Hi-ya 
as Mbs Piggy used to say. 
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Just ta show that he r s not as crap as he 
looked m the earlier screenshot, Hayden gets 
ready to beat up Scorpion by lunging at him. 
Rayden's gat a fine special move too; by sum- 
moning the powers of the gods (it's reckoned 
that this lad's a deity himself), Hayden can 
hurl a bolt of electricity at Ms enemy, which 
smarts to say the least. 


Sub-Zero is exactly the same age, 
height and weight as Scorpion, but 
they hate each other. Could it be 
that these two are Kike Mike and 
Bernie Winters, in that they "re 
brothers who can r t stand one 
another because one gels more 
publicity than the Other? Here you 
can see Sub using his special freeze 
move to turn Sonya Blade into a 
block of ice. 


Like most beat-em-ups, you move 
your character around the screen by 
moving the joystick in the direction 
you wish to go, and unleash one of 
several harsh blows by using a com- 
bination of joystick moves and 
pressing fire. What makes Mortal 
Kom bat just that little bit different 
from the rest, though, is the way 
these ultra-violent moves are 
depicted - there's more blood in MK 
than on an operating theatre floor. 
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WHAT'S THIS? 

Ves* in true The One style, we 
give you alt the Mortal Kombat 
Characters in an easy to read 
farm fmainfy because if$ writ- 
ten by me and I don't know 
many big word's). Although 
you may think youVe seen this 
before, it contains some previ- 
ously urv-released footage 
which will surely be worth a 
few quid in years to come. 


INNY 


Age: 29 
Height: 61" 

Weight: 200fbs 
Hair: Brown 
Occupation; Actor 
Special Move: Thinks to 
the FJ< boys on his last 
movie, Johnny can smash 
competitors with a blast 
of pure energy, 

DEATH MOVE; With his 
opponent wobbling. 
Johnny unleashes an 
uppercut so devastating 
the enemy's head comes 
clean off f 


KANO 


BLADEI 


Age: 26 
Height: S' 10“' 

Weight; 1401 bs 
Hair: Brown 
Occupation: Task Force 
Lieutenant 
Special Move: Sonya sends 
a wave of plasma rings 
hurtling toward her oppo- 
nent, Ouch! 

DEATH MOVE: This not-so 
little lady blows her bat- 
tling buddy a kiss - unfor- 
tunately, it r s a fiery 
smacker which turns him 
into a charred skeleton! 


If you aren't in too much of a 
hurry to get into the swing of 
things then it's worth sitting back 
and watch the intro Cycle through. 
This gives you info Dn the charac- 
ters and their backgrounds as well 
as providing a perfect opportunity 
for Probe to show off their fancy 
digitised animations routine. 


Age; 35 
Height: G OT 
Weight: ZGSlbs 

Hair: Black 

Occupation: Criminal 
Special Move: The man 
with the metal face 
unleashes a knife which 
really does cut to the 
quick. 

DEATH MOVE: Not quite up 
to Sub-Zero standards, but 
not far off: Kano digs 
deep - ib to his oppo's 
chest, pulling out his still- 
beating heart! 


He may look like Sub-Zero in an 
orange smock, but Scorpion is 
very much his own f ighter - with 
a bit of a smart special attack to 
match. A quick wiggle of the joy- 
stick and Scoprion hurls a big 
spiky thing on a bit of rope at bis 
opponent, then reels him in and 
gives him a quick smack in the 
chops. Just like he's doing to the 
unfortunate ft ay den here. 


This may look like Sub-Zero getting 
ready to smack a now-frozen Gore, 
hut it isn't As you can se# from the 
energy bar, it's actually Sub-Zero 
about to smack Shang Tsung, You 
see, Shan g can change his shape, 
and you'll have to fight him as him- 
self, as Eoro and as a copy of your 
character before you are declared 
the best fighter in the land. 

Ad the graphics were originally 
digitised and the same images 
have been ported across to the 
Amiga. They don't look very good 
static but on-screen they're pretty 
impressive, although they do jerk 
a bit. The graphics are the main 
bone of contention for the do- 
gooders: they claim that because 
they're so life-like, ordinary kids 
will go out and rip other people's 
spinal columns out. Like, yeah. 
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'J RAYDEN 

Age: Immortal 
k Height: 7 Q ,J 
Weight: 3 50lb^ 
Hair: Black 


■ Age: 32 
y Height: fi'2" 
Weight: 2101 b* 

Hak: Black 

Occupation: Unknown 
Special Move: Throws a 
harpoon at his victims, 
then reels them in and 
crushes them with a dev- 
a stating uppercut. 

DEATH MOVE: Scorpion 
removes his face mask* 
gulps in a breath of air 
and lets rip with a 
fearsome fireball, turning 
his opponent into a smoul- 
dering pile of ashes. 


Occupation: Professional 
Deity 

Special Move: Ray den uses 
his godly powers to thrust 
a holt of lightning at any- 
one foolish enough to 
stand in his way. 

DEATH MOVE-. The immor- 
tal one fires a huge light- 
ning boll at the head, 
which explodes in a show- 
er of blood? 


Age: 32 
Height: 6 2 r 
' Weight: 219!bs 
Hair: Black 
Occupation: Winja Assassin 
Special Move: Sub-Zero 
hurls bolts of ice at his 
opponents to freeze them 
before sauntering over for 
a free hit, 

DEATH MOVE: The best in 
the game: Sub-Zero grasps 
his enemy by the neck 
and, with one tug. rips his 
head from his shoulders, 
complete with spinal col- 
umn Attached! 


jW j Age: 24 

J Height: S^O" 
Weight: ISSlbs 
Hair: Black 
Occupation: 5 h d o Lin 
Monk 

Special Move: Summoning 
up his shaolin powers, 
Kang can blast a bait of 
fire at his enemies. 

DEATH MOVE: A bit poor: 
Kang performs a backflip 
then flattens his opposite 
number with a hefty blow 
to the face. Pah. 











Just to prove that Virgin haven't gone the Nintendo route, take a 
butchers at Sonya Blade giving Johnny Cage what for. There's blood 
splashing all over the place in Amiga Mortal Kombat, which should 
keep Ipvers of the coin-op original and fans of generally gory stuff 
happy, but won't exactly have Mary Whitehouse jumping through 
hoops. Stall, who gives a stuff about her, eh? Moany old bat. 



Although there appears to be only one fighter participating in this 
particular Contest, it s just not so - Kano has performed one of his 
special moves and disappeared off the side ot the screen shortly 
after whacking Sub-Zero in the painfuls 1 . It's a good job this doesn't 
happen in real life. 



Oh dear. You'll often find 
this happening when 
you're battling on the 
bridge. What r s occurred 
here is that Sonya has 
beaten Sub-Zero and liter- 
ally kicked him off the 
side of the bridge. Now 
what Sub-Zero doesn't 
know is that there's a 
large amount of spikes 
underneath the bridge. 
Wait a minute, he does 
know now. Du chi 
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The game may look like it belongs in PD 
Zone, but Matt Broughton would tell you 
otherwise as he raves over Rasputin's sur 
prise shoot-'em-up* 




PUDD (Society of Particularly 
Undesirable Dastardly Dudes) is 
a secret organisation made up 
of arms dealers, mad dictators and 
traffic wardens, None of the world s 
major agencies have been able to lay 
a finger on the organisation for 
years, but finally there J s been a 
breakthrough, A highly trained 
mechanic called Harry has managed 
to infiltrate a number of local air- 
fields near to 5PUDD operations, and 
you, as a top pilot, now have access 
to all the resources available. 

There are one hundred missions 
to work through, alt of which will 
usually contain either one or two 
objectives; bomb a certain base, 
drop agents behind enemy lines, 
destroy a convoy of tanks etc, Harry 
will recommend a variety of aircraft 
and weapons but you can ignore his 


advice and choose for yourself from 
a massive selection if you wish. 

The control system is simple in 
theory but takes a bit of getting 
used to in practice. You rotate your 
plane clockwise or anti -clockwise by 
moving the joystick up or down and 
control your speed by moving left or 
right. Pressing fire lets off yoiir 
weapons but if you use a combina- 
tion of joystick moves at the same 
time you can fire your secondary 
weapons. Additional keys control the 
undercarriage, auto-pilot, auto- 
choke etc. 

Apart from the missions, there are 
training and practice runs available, 
as well as an Aero fympics where you 
must perform in 'events' ■ collecting 
balloons, flying through gates and 
that sort of Shing. So off you go r 
chocks away. And all that. 




A fairly normal view from Jetstnke, with you skimming the ground in an 
effort to thwart enemy radar while sorting out a convoy of supply trucks. In 
the bottom right you can see the simple but effective radar, with airspeed, 
weapons and! damage control shown - again, all simple but very clear. 


[Below) Here's one of the two 
screens filled with craft to select 
and as you can see It caters for all** 4 
tastes - including a few helicopters 
which are more vulnerable to attack 
but are superb for collecting and 
dropping personnel. The weapons * 
are displayed in an identical manner 
(inset) with the manual giving full 
details on each and every One. 





(Above) One of the more simple 
events of the two player 
Aerolympics involves 
flying through balloon gates 
floating in the nearby airspace. 
Other events include flying through 
tight tunnels and landing pn 
restricted areas. The target box 
appears as soon as you are in the 
V correct area and functions in a 
\ similar way when attacking 
] specific targets in combat. 
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GRAPHICS 


No! Wait! Don't turn the page 
over! Within this humble-looking 
game there lurks an excellent 
lump of fun fust waiting to be 
stroked gently. Til be the first to 
admit that when I loaded this up 
for the first time 1 thought it was 
going to be crap* but with a bit of 
perseverance an incredibly fun 
and playable gem rises from the 
heap. Having mentioned the con- 
trol system, I have to highlight 

. ■ 

this as the games only real major 
headache. It takes a long while to 
get used to r and what with you 
only getting one life during the 
missions, you need to be quick on 
the ejector seat [space bar] if you 
want to keep up and running. 

Once you do get over your first 
few control -related deaths (by _ 
moving up to avoid something 
and actually dive bombing it) you 
begin to get a J Uridium T feeling 
of satisfaction as the plane 
becomes more and more under 
your control. There's an excellent 
amount of variety within the 
game, from the craft and weapons 
available, to the varying missions, each 
of which is short enough to allow fairly fast progres- 
sion, There's a helpful slow-mode which takes the 
frantic edge off things, and you can also make good 
use of things like the smoke trail and auto-pilot etc to 
give you extra help along the way. Other than the 
control system. I've got no grumbles with letstrike 
because it never tries to be anything other than a fun 
and simple game, and that's exactly what it is. JVe 
played this to death over the past week, and 1 suggest 
that you'll do the same. 


Please go away and stop be in ft si fly. There are 
no differences to be found here. I don't know, 
in my day you were flippy if the gAirie loaded in 
under nine minutes. Now kids want upgrades 
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War way to Settlers, as you move the map 
ss the landscape you IS hear the sounds being 
created in that area. As well as this, you'll also 
receive messages and mood hints from 
the people on the land. The settlers 
| can become unhappy for a num- 

ber of reasons; there might 
be a noisy drill loo near 
their house, there 

----- might not be 

enough 

E CF LAN* f °° d fof 

^ them, or 

it might 

jgP^^jgst be that 

" theirs is one of 

the professions 

Sc* ■ b r ought to a stands! II E 

during a Specific season. It'S 
worth finding out why as they will 
P* affect your overai moral rating. 


Mtndscape's new release is a real mixture 
and no mistake! Matt Broughton grabs a 
sieve and does his best to describe 
this Settlers /Civilisation/ Patrician 
challenger. , y r- '.''HK9 


□ok. Let's just get one thing 
straight - there's no way l r m 
going to do much more than 
scratch tho surface of Genesia in this 
review because it's a BIG game that's 
going to take a LONG time to play. 

It would be very easy for me to 
base this review on com- 

other 


pamons 
games, but that's not par- I 
ticularly fair to Genesia as j 
it r s very much an entity on | 
its own. Just to give you j 
some sort of picture, 
though, take the charac- 
teristic quirks of The ^et- 
tl ers r t he lo o k of Popu I ou s, 
and some of the strategy 
from The Patrician and 
Civilisation, and you have a fairly 
good Idea of what to expect. 

The underlying objective in Gene- 
sia is to recover seven precious jew- 
els that have been scattered about 
the land, but you'll not even start on 
this 'mission' until you've spent a 
good number of hours building a 
populous capable of surviving on 
their own, let alone attacking others 
or branching out. The game runs as 
a series of 'turns' which are repre- 
sented as the seasons of the year, 
with each one having certain obvi- 
ous attributes - i.e. Autumn is a good 
time for farmers, etc. 

One of the major paths to success 
involves the use of an initially small 
number of 'settlers' that have no 
individual professions. It s down to 
you to decide how their talents are 
best used and you can allocate them 
specific occupations. To start with, 
you'll need to have a woodcutter to 
produce wood, then a carpenter to 
turn the wood into usable planks. 
These people will need something to 
eat so you'll need to build some 
fields and get a farmer onto the 
land. At this stage the game plays in 
a similar way to The Settlers, but. you 
have a very limited number of peo- 
ple to work with - in fact r only four 
- which can lead to a bit of a 'trying 
to keep all the plates spinning' sort 
of affair. Because of this, one of 
K your early objectives must be to 
■ attract nomads to join your 


(Above) Once your populous has 
grown to a decent size, you tan 
turn your attention to the matter of 
finding the jewels, You can send 
your soldiers out and search 
randomly, but a much better strate- 
gy is to build a tavern, thereby 
attracting local adventurers. By 
crossing their palms with just the 
right amount of silver (Le. lots) they 
will offer helpful tips, or even bet- 
ter, supply you with a map, So you 
say X marks the spot? Hmm... I see, 
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(Above) One of the first buildings you need is 
the barracks. From here you can alter the taxes 
as well as form armies and approach the oth- 
ers with offers of alliance, which can either be 
non-aggressive pacts or trade agreements. As 
you can see from this shot (inset) you won't 
always get an immediate acceptance. 


&U5V 


people There are a number of mini- 
mum requirements that must be met 
before anyone will be tempted to 
join. you r including the need for 
empty houses, enough food and 
water, and an average morale of 
over five from your people. 

Dh Godr I've run out of space 
already and I’ve haven't even men- 
tioned building the different types 
of workshops, drills, houses, ware- 
houses, barracks, or any of the other 
occupations really. Hopefully the 
captions will give you a bit of a fur- 
ther Insight, so off you go and get 
stuck in. 


You might have a happy and thriving society, but you're not going to 
evolve very guickly unless you get down to some serious thinking- By set 
ting up a workshop you can create an inventor who will bang his head 
against a wall until he discovers something. Things start slowly as he dis- 
covers simple things such as 'sciences 1 ' or "crafts', but using his easle 
(inset) you can direct him to specific wonders. For example, to build carv 
no ns. you will need to have discovered metal U craft) and gunpowder (a 
science), not to mention needing to employ a blacksmith. 
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If you leave ony of your settlers (oops, wrong game) without an occupa- 
tion, you can turn him (-or her) into a soldier. Each soldier has a set num- 
ber of movement points - shown by the scull - and 1 can he used to claim, 
Steal or fight for new land m well as search for the seven jewels. The diag- 
onal icons on the right will jump to any fights, wagons, cannons etc.„ while 
the icons to the left access more general options such as statistics, disks 
access and the world map. 



A h r the timeless wonder of the 
English countryside. Here you can 
see my happy people going about 
their daily business. The drill is hap- 
pily drilling, the architect* is busy 
building me a new warehouse, and 
the wood cutter^ carpenter and 
farmer are doing exactly what you'd 
expect. You can see how much land 
M the players posses by checking 
the overall world mop in the top 
left. Things are in their early stages 
here, hut in an hour or two every- 
thing will hot up as the players get 
closer and start fighting for land 
and jewels. 


Though you start the game with 
only four settlers, os you attract 
more people to your happy and 
prosperous land you'll need to 
think caref ully about the 
professions allocated to them. On 
this screen you can drag the indi* 
vidua I folks to the job you want 
and then sit back and watch them 
do their thing. This screen can also 
be used to check up on ydur gang's 
morale and current activities. You'll 
only attract new settlers if the 
average morale is aver five, so if 
someone as looking a bit cheesed 
off you need to find out why. 



Clicking over the anvit icon brings up this sub-menu for the architects. The 
amount shown by the building indicates the cash needed, while the second 
menu shows how much raw material is needed, The portcullis, well, road 
and field can all be built immediately, hut the other buildings will need an 
architect allocated! to them. If you have any available architects with no 
current project, they will start to build new houses - which is very impor- 
tant if you want to attract new people to your land, 
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There's only one word to describe 
Genesia, and that's HUGE* I'm not 
exaggerating when J say that this 
game will take literally ages to play 
to its completion. There are so many 
aspects, you really do feel overawed 
at just how much you are expected 
to deal with. This is a bit of a put- 
off at first as you seem to be torn 
between solving five problems at a 
time. You're told that you need to 
build a warehouse, but you also 
need to build a drill. You need wood 
to build anything, but you also need 
to feed everyone. Because you start 
with only four people, it's hard to 
know where's best to put them, but 
once you start attracting more set- 
tlers you can be a bit more strategic. 

Apart from the Settlers aspect of the 
game* once you have inventors and 
blacksmiths inventing and, er, black- 
smithing more advanced machinery 
and weapons you can get stuck into 
the main objective of locating the 
jewels. Sending soldiers out into the 
wilderness is an excellent change in 
the gam ep I ay, as movement points and 
battles suddenly appear in a game that up 
until now has been a passive village management kind of 
thing. The conquest part of the game really surprises, as 
you find yourself being drawn away from the village and 
suddenly organising ship attacks using cannons that you 
invented ages ago and sending out your men to seize 
land- Being able to 'go inside' the buildings that you 
have built is a nice touch that keeps the game from look- 
ing the same throughout, and the sonics and graphical 
tweaks also do their job very well. Genesia has so many 
aspects I doubt if the programmers would be able to sum 


it all up in a sixteen page review - but that's where much 


of the game's appeal lies, i can only close by saying that 
if you enjoy long-life strategy games and like the look of 


this then you really won't be disappointed with Genesia. 
A truly impressive game. 




A1200 


CD 3 2 


The program will actually check your machine for 
extra memory* and reward those lucky A 1200 
owners With enhanced sound, graphics and Speed. 
Mind sea pv are looking Into A CO 32 version later 


mmlJ next year 
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(Below) Another newcomer to the 
game is Zool's two-headed pet dog, 
Zoon. Somewhere in each of the lev- 
els, there's a Zoom token which can 
he collected by Zoo I or Zooz. At the 
beginning of each new level, you are 
shown how many you currently hav# 
(inset), and when you have three, 
can enter a simple 'Arkanoid 1 sub- 
game. You now control the half 
smart - half thick Zoon and must 
keep the ball in play, making use of 
any icons that fall. Though none of 
your lives are at stake in this bonus 
game, it's worth playing for all the 
points and extras that can he 
collected. 




Matt Broughton was a self confessed Zool 
hater, so who better to put Gremlin's sequel 
under the magnifying glass than he? Come 
now as we go... through the console. 


(Left and below) To say that Zool 2 
has taken the odd idea or two tram 
Sonic U an understatement - but 
they've done St well, so what the he I 
(nice rhyme). Bumpers are used in a 
similar way to the fried eggs - to 
reach higher levels and collectibles - 
hut are also used to enter the tube 
system that crosses this particular 
level. Once you're inside the system, 
you have no control over where you 
go, but it's damn fine to watch at 
full speed, I can tell you. Quite often 
you find yourself with a choice of 
two or three possible entry points - 
all of which lead to different areas, 
□o you experiment, or just try to fin- 
ish the level? The choke is yours. 





As in the original Zool, you can still 
interact with some parts of the 
scenery. As well as being able to 
smash open the eggs, light bulbs, etc, 
in the same way that you did with 
the Ghuppa Chops signs in Zool, you 
can now also make use of springy 
objects (such as a fried egg) to pro- 
pel yourself upwards. Here you 
can see on# of the areas that are 
well worth a hunt for - filled 




with goodies. 


I never really understood all the 
fuss over Zook At the time it 
seemed as though Amiga own- 
ers were so desperate for a 
unique character to rival the 
consoles’ many, that they would 
embrace just about anything that 
looked slightly shiny. I don't think a 
month went by without someone 
proclaiming that we should 'prepare 
to meet the Amiga's answer to 
M.irio/Sonic r - and most of them were 
pretty lame. 

I personally went out and bought 
Zool and was bitterly disappointed. It 
seemed to me to be a 'run-of-the-miir 
platform game, promote by Gremlin's 
hype machine. Well, time has passed 
and here we find ourselves faced with 
another Zool. I bet Gremlin would 
scream if they knew that l - 'Matt the 
Zool hater 11 - was reviewing it! 

Having completed his journey 
through the six worlds In Zool 1, 
Zool now has to travel through a fur- 
ther six worlds including such Sonic- 
y names as Swan Lake, Bui berry Hill, 
Tooting Common, Mount Ices, 
Snaking Pass and more. The levels 
are huge and boast a wealth of hid* 
den rooms and passages, bristling 
with extra points and bonuses. 

Zool is no longer alone in his mis- 
sion, having been joined by his 
young lady friend Zooz, and Zoon, 


his pet dog. Though they never 
appear together, you can choose to 
play as Zool or Zooz, who both have 
slightly different features * Zool 
punches while Zooz whips (oo-er), 
Zool can smash platforms from 
below while Zooz bounces through 
from above, etc. You take control of 
Zoon in a bonus sub-game, with 
'entrance tokens' needing to be col- 
lected from each level, leading to an 
'Arkanoid 1 affair. 

At the end of each world (which 
consist of three individual levels), the 


player must face Mental Block - a 
new villain taking on a form relevant 
to that level ■ who must be defeated 
before that level can be passed. 

Zool also has more toys than in 
the original, and can now collect 
smart bombs*, shields, an ft-Type 
build-up shot and, of course, the 
good old done invincibility. He has 
also gained a few new moves along 
the way, and the control system has 
been tweaked to improve gameplay 
So, I hear you ask, tell us what it's 
like. Okay then, step this way... 



This is the new git on the block - Mental Block. At the end of each world, 
Mental Block will appear and provide some 'end of leva! guardian'-type 
action. Initially, Mental Block attacks you as himself, but from then on will 
always have a different appearance, relevant to that level (insert). You need 
to avoid both him and anything he throws at you, all the time keeping the 
bullets flying his way. If you're wondering what the three little blobblets 
around me are* they’re my smart bombs just waiting to be released. Take 
that! It only takes a minute girl. 





REVIEW 



As you travel a round the worlds, it's, 
worth keeping the old fire button 
going because you never know what 
you might find behind an innocent 
looking wall. Zoo I 2 is literally teem- 
ing with hidden passageways and 
rooms just waiting to be discovered 
and harvested of their extra points 
and bonuses. It's worth spending 
some time looking for these, espe- 
cially when they're in obscure places, 
as the bonuses become more valu- 
able the harder they are to get to - 
and you never know where the next 
extra life may b% hiding, do you? 


1 Here at the start of Tooting Common, 
Zodz has a fair bit of work ahead of 
her. The bottom left figure shows 
what percentage of the level's items 
have been collected so far the arrow 
shows the general direction for the 
end of the level, and the middle figure 
shows how long she has to do it in. 

You can only leave each level once 
you've collected 39^ of the items, and 
though the early levels will let you get 
away with sloppy work, by this level, 
every little token is needed to avoid 
running out of time without enough 

items. 




Zool wouldn't be Zoo I without the odd moving platform here and there, 
and what (watt !) better way than with big chunks of solid light, Some well 
timed jumps are called for when you come across obstacles such as these, 
and they get shorter and faster the higher you go. Though you'll never see 
Zooz and Zool together on levels like this. I've put them together so that 
you can see Zodz in action with her whip (cwor!) 2ooz plays exactly the 
same as Zool only she can bash through weak platforms from above tinsel) 
while Zool smashes them from below. 


i 



Zool has had a number of extra 
moves added to his repertoire. He F s 
now able to scale walls, leap from 
one vertical surface to another, roll 
from one side of vertical platforms to 
the other, and this new move which 
reminds me of Buster Keaton for 
some reason. Run into a wall and 
press fire, and Zool will spring him- 
self backwards at high speed. This 
spinning method gives you a much 
higher jump than usual, meaning that 
you don't always have to approach 
the levels in the obvious way. 


Yet another Sonic-inspired obstacle 
corner in the form of these swinging 
'hall and chain' affairs. Again, care- 
ful execution of jumps and slides are 
needed to pass these devils who 
have been cleverly positioned to 
cause you as much bother as possi- 
ble- The other solution is r of course, 
to pick up one of the power-ups. 
Here I’ve managed to collect the 
good old "shadow done 1 icon, which 
apart from looking snazzy, also gives 
me limited invulnerability. Hurrah! 






Puhiishpt: Gremlin 
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Net Hard Pssk Installable 
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I THE VERDICT 

Wow! My mOLith hangs open and I 
stand amazed! This really is as good 
as Gremlin have, been boasting, I 
really had no time for Zool 1 at all, 
and haven't loaded it up more than 
about half a dozen times since I 
bought It; but this Is an entirely dif- 
ferent bucket of donkeys. First 
things first, the graphics have been 
much improved from Zool 1 r with 
much more variety and major 
improvements as far as the charac- 
ter of the, er, characters go. The 
musk is very good, with a choice of 
J techno" soundtrack or superb 
sound effects * not to mention the 
excellent title music and effects. 

The control system is much more 
instinctive, and the added moves 
make alt the difference - particular- 
ly the waif climbing ability. The lev- 
els are much larger and more 
impressive than the original game's, 
with a million little nooks and cran- 
nies stuffed with hidden passages 
and bonus rooms to be explored, 
and there's a healthy spattering of 
extra fives for the player interested 
enough to dig around. This makes all 
the difference to the longevity of your game, and if you 
want to play it seriously it means the difference between 
leaving the first level with four lives or seven (if you 
know what I mean). Having the choke between Zool and 
Zooz is also a nice extra, especially as it's more than just 
a cosmetic change, allowing you to actually play the lev- 
els in a different way depending on who you are. A cer- 
tain blue hedgehog has to be mentioned here, as 1 feel a 
certain amount of inspiration' has been taken from 'Mr 
5 r - but as l said before - they've done rt well, so good 
luck to 'em. If I'm honest with you, I was expecting to be 
very underwhelmed by this, but I've actually had a bril- 
liant time reviewing it and have already got a personal 
copy waiting to be taken home. Many games have tried 
to copy console fun, but this is about as good as it gets. 
I'm off to eat some humble 




If you ploy this version on the A1200 it doesn't slow 
down when there's A lot happening on-screen, but 
Otherwise it runs identically. The standard version 
will be released on CD soon, with A1200 and CDJ2- 
specifk versions appearing later in 1994, 














The second coin-op convert from 
Virgin this month is also programmed 
by Probe. Arnie comes to Amiga in a 
version of the hit gun game from the 
arcades. Simon Byron takes a look. 


T he war against the machines up Skynet and travelling through 
looked to have been won in time back to the late 20th Century 
1904 whsn Sarah Connor to protect Sarah and young John 
destroyed the Terminator which had Connor from the unrelenting T-100Q. 
been sent hack in time to kill her and The game takes place over a num- 
ber unborn child. However, Sky net her ot levels ported across from var- 
had sent two Terminators through ious scenes from the hit movie. In 
the Time Displacement machine the the future, you've got to blast your 
second being a brand new proto- way toward the Skynet defence sys- 
type T-lOQOr a liquid metal-formed tem r blasting the baddies and pick- 
terror that could change its shape to ing up bonus items along the way. 
mimic anyone it touches. Time to Then you're beamed to the past to 
start filing those pants. take care of Connor and his mum, 

But wait a minute - there's a noth- whose mission it is to destroy the 
er saviour in town. And it r s a T 800 Cyberdyne Systems building, before 
Terminator! You control Arose in this the T-1QOO catches up with them, 
conversion of the hit coin-op which The major problem with this con- 
featured stunning graphics and a version was going to be the lack of 
couple of Uzis bolted onto the cabi- attachable Uzis you can fit to your 
net. T2 - The Arcade Game is a vari- Amiga. But like Mortal Korn bat, the 
at ion on the Operation Wolf theme, Probe team seem to have taken 
with the first-person perspective 3D everything in their stride and come 
screen scrolling horizontally, giving up with yet another superb game in 
you a through-the-Terminator's-eyes its own right, 
view of the action. You begin the 
game in the year 2029, where your 

task is to blow up lots of Termina- L" u;;: ztij." 7 . : .\ : 

tors, as well as ai rbo me a nd g rou nd ■ ? 

based Hunter Killers, before blowing 1 C>\"X\'So^ 


Schwarzeneggers galore ! 1 You'll notice that there are loads of wooden 
crates dotted around the screen. Now, you might think that they're there 
for no purpose other than for the Terminators to hide behind because 
they're scared. &ut that's not what they're there for at all. You see, if you 
shoot at them, they burst open to reveal various goodies, in a manner simi- 
lar to the boxes on the first level. Once you've opened them up, blast at the 
bonus to pick it up. You can shoot other background objects as well such 
as the light f itfings, but it's best to concentrate an the Terminators, other- 
wise you'll die. And so will John Connor. 




Here's where you start. The stage 
begins with a barrage of Hunter 
killers, blasting missiles at you. 
Shoot these boys down and you get 
to tangle with the Terminator 
En do skeletons. These lads pile onto 
the screen in droves, so make sure 
your gun s primed and ready for 
action. When you get to this particu- 
lar part of the stage, make sure you 
don't shoot the rebel soldiers. 

However, do make sure you shoot 
\ the boxes at the bottom of the 
\ screen, as they give OUt all 
. ] manner of useful items to help 

/ you on your way. 


Just tike in the coin-op (and in so 
many Operation Wolf clones these 
days] big Amies pop up right at the 
front of the screen at the most Inop- 
portune moments and start blasting 
away at you, whittling down your 
energy bar faster than you can say 
" O i ? Can you stop doing that 
please?" The best thing to do in a 
situation like this is to ignore any 
background baddies and 
concentrate on getting rid of the big 
lad, because if you allow him to con- 
tinue pumping you full of holes, 
you're not going to last for very 
long. 




mwD^m 1 


- 

Wo, iee Majors hasn't moved his Fall Guy roie into the 21st Century, 
although looking at the state of that jeep you'd be forgiven for thinking 
that. Erm, what am I talking about? Anyway, this level involves you guard 
ing John Connor as he attempts a getaway in this truck. Hindering his 
escape are masses and masses of Terminator Endoskeletons and Hunter 
Killers, all baying for your blood and that of Connor. The Terminators run 
towards the truck, blasting holts in it, and you've got to wipe them out 
before the truck blows up. 




Have those Probe boys been on 


Operation Wolf-type games such 
successes. All of the coin^op's levels 


AS 00/600 


You've travelled bade in time! Finding yourself in the Cyber dyne building, 
you are dismayed to discover that the entire police force has turned out to 
greet you - with their guns. The object an this level is to destroy every piece 
of equipment in the building, so that Miles Dyson can't complete his 
research and create Sky net. thus wiping out the nuclear war and the 
takeover by the Machines (if you've seen the film then you'll know whflt I'm 
on about)- Sarah and John Connor rush around, leaving bonus items on the 
floor for you, and you've got to shoot all the equipment as well as taking 
out the massed ranks of the boys in blue. 


You're deep into the Cyberdyne 

budding now, in the research and 

development area. What you must 

do here is find the Terminator ami 

and CPU from the first T-RQO 

that tried to kill Sarah 

Connor in 1504 (it's 

this stuff which 

Cyberdyne 

kept secret 

and which 

Miles Dyson 

based ail his 

research X * 

upon}. 

Watch put 
for the scien- 
tists and pick x 
up the items 
left behind by 
John. 


Now you're in trouble! The T-1000 is 
On your tail, and he r s found a police 
helicopter. Luckily, you've got hold 
of an armoured truck in which 

you've stowed away Sarah and 
John. Now don't ask who's 
driving the thing (because 
in the film it was Arnie, 
but in the game you're 
running along beside the 
van, blasting at the 
chopper! but the 
object is to pump the 
helicopter full of 
holes before it 

k m wastes you by 

9k repeatedly 

HP _ • smashing into 


■ m mr i 

what this month? First, they knock 
out a cracking conversion of Mortal 
Kombatp then they go and give us a 
really very good version of the T2 
coin-op! If you forgive the fact that 
Virgin don't supply a plug-in Uzi 
with the package, this is as dose a 
conversion of the arcade machine 
as you could sensibly hope for, and 
Vm sure Arnle's going to be pleased 
that for once a game containing his 
mush has turned out to be anything 
other than a real stinker. T2's got 
everything - superb graphics which 
have been ported well from the 
coin^opp loads of sampled sound 
effects and the sort of no*hofds 
barred action which makes all these 


Publisher} Virgin 
Probe 

£2&.‘99 Out Now 
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have been included in the game, and 
with all of the game's features you'd expect there to be 
disk-swapping a-plenty. But no; T2 - The Arcade Game is 
supplied on just two disks, and there's the bare mini* 
mum of swapping to be done. My only real whinges 
about the game are the incredibly bad music scores - 
there's absolutely no need to create musk as painful to 
the ears as this ^ and the fact that, as with all games of 
this genre, T2 tends to get quite samey after a while. But 
as the old saying goes, if you're a fan of all-out action 
and mindless violence, as well as a person who goes 
gaga over anything Arnie, then you're going to be glad 
you bought a copy of T2 * The Arcade Game. 
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Same Did story. I'm afraid. No noticeable 
differences when playing 12 on the A12Q0. No 
A1200 version is planned. No 0032 version is 
planned. Etc, etc. 
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Larger than fife and twice as fast. Matt Broughton dunk-dicks and prepares for speed 
ahoy with Titus' latest driving experience. 


jj 


T 
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esday night/ 1 I said. 
Rehearsal/' ft said. 
Don't be late" ft said 
What happened? The lads came 
round, we loaded up Lotus Turbo 
Esprit and then wasted three hours 
- not writing songs - just driving 
round and round ramming each 
other off the road. The productivity 
of the average rock-funk- pop group 
will never be the same if you start 
rehearsing in the same room as an 
Amiga. And ft should know. 

Yep, pretty good timing this one, 
really. With me still gloating over my 
bedroom victory, what should arrive 
but Lamborghini American Chal- 


lenge - the follow-up to the well- 
received Crazy Cars 3. 

Crazy Cars 3 was received with 
open arms and high marks about a 
year ago, but the poor sales where 
put down to a number of problems 
- the most major one being the lack 
of a two player mode. So guess 
what you'll find in Lambs/ - yes, a 
two player mode, Huzzar! 

Wei ft, with my obligatory 'huzza/ 
out of the way, I expect you'll be 
wanting to know exactly what to 
expect f rom this, but in honesty it s 
just CC3 with two players, so it 
seems a bit silly explaining the 
mechanics of a racing game ■ but I'll 



do it anyway (I have to or they 
won't pay me.} 

You must compete against 
computer controlled rivals, as well 
as an infinite number of drones 
(simply referred to as locals 1 ) as you 
work your way across the U S of A, 
racing through just about every 
major city you'd care to name 
Weather conditions change drasti- 
cally as you move from city to city 
- affecting the way your car han- 
dles, and police have set up speed 
traps on some of the routes, forc- 
ing you to take it easy or make 
some new friends back at the sta- 
tion. 

The standard extra items can be 
glued onto your motor to add turbo 
boosts, super-traction etc. or if 
you'd rather waste your money in a 
different way r you can bet on each 
races winner with the computer 
rivals. 

Oh come on, you know what I 
mean. Vroom vroom, blah blah etc, 
Go on - sod off. 



If you like a flutter then I'm sure 
y ou 'l l enjoy losing a few hundred 
dollars on a friendly wager. If you 
enter d race that includes any of the 
computer rivals, you can participate 
in a hit of 'harmless' gambling before 
hand - so it's time to put your money 
where your trousers are, and show 
how confident you really are. To star: 
with the rivals aren't very adventur- 
ous. but as the game progresses, 
they'll start offering larger and larger 
amounts to bet against. Once you've 
got all the extra on your car, there's 
not a lot else to do with your money 
anyway- 
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Open up, it's the pigs'. Yes, just as in real 
life, driving becomes twice as exciting once 
you've got a copper on your tail. The police 
set up radar speed traps at spots along the 
route, and though you tan get a warning 
device, chances are you'd still speed right 
past them. This earns you the right to wear an attractive 'offender' sign 
above your head, entitling you to be hassled by the cops until either you 
can outrun them, or they run you off the road. If they do manage to catch 
you, you'll find yourself out of that race and facing a fairly nasty fine when 
you get out of jail. 




From this main map you can select the city for 
your next race. By passing your cursor over one 
of the stars, you will be presented with a board 
Onset) which gives details on the prize money 
up for grabs, local drivers' skill level, the 
weather conditions, and the possibility of 
police presence. Obviously the greater the 
challenge, the higher the rewards. The main 
computer rivals will also appear if they are 
racing in that city. This map screen Is used to 
access th# shop and garage facilities. 







(Left) After each rate, 
yon'N collect any 
prize money and pay 
crff any outstanding 
fines. Any rivals that 
bet against you will 
pay tip or slag you 
off, depending on 
how well you did, 

You need to appear 
in the first three 
drivers if you want to 
get anything back. 



Along with the computer drones there are a set number of specific comput- 
er rivals to be dealt with (you can't miss them because their cars have got 
"Rival’ above them). These rivals drive a lot faster than the drones and are 
generally harder to pass - deliberately weaving all over the place. The best 
tactic with these guys is just to get past them and then bomb off as fast as 
fast can be. You'll notice from my speed and by the flame behind my car 
that l r m making the most of my turbo boosts at this point. So long sucker! 



Throughout all the racei, you'll be 
fighting against 19 computer rivals 
for top position in the league. As 
time passes, more of the drivers will 
drop out and {god willing) you'll 
eventually find yourself up against 
the cream of the crop for the final 
showdown. I must say l r m a bit con- 
cerned about the Michael Jackson 
look-alike at number 2, especially 
when you notice that his name is 
Rojer - coincidence or a sick joke? I 
wonder. 



What's the point in having a mon- 
ster racing machine if you can't fit it 
with extras? well don't you worry, 
Lamborghini has tons of “em! The 
shop offers a varied selection of 
things to waste your dosh on, from 
radar detectors to automatic gear 
boxes, from super-traction wheels 
to turbo blasts, from plumbers to 
electricians - you'll find everything 
you need in the good old yellow 
pages, 0h r sorry about that. Good 
food costs less at Sains bury 5 



Ah. this is more like it! As with most 
games, the fun doubles as soon as 
you can get someone to give you a 
challenge r and Lamborghmi is cer- 
tainly no exception. In traditional 
'split screen' fashion, you can now 
take on a mate as well as the com- 
puter rivals as you hurtle across the 
country* The game remains 
unchanged other than in display, 
with all the features and speed 
being identical to one player mode, 
come on Byron, get a move onl 



There's no way you'll get through a 
race without the odd collision, and 
the performance of your tar will 
start to suffer as the damage meter 
rises. All is not lost, though, as you 
can enter the garage before each 
race and repair the damage that's 
been done. Two percentage bars 
show the damage incurred and the 
effect that this will have on your . 
Speed. For a price, top mechanics 
will happily sort you out, and 
believe me, you'll need it. 
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Da you remember that Star Trek 
episode where the crew met a race 
of beings who moved so much 
faster then they did, that alf Kirk 
could hear was a high pitched 
buzzing, while from the aliens’ 
point of view all the humans just 
stood still? 140? Oh, well there goes 
that comparison. Lam bo ’ is nice ’n' 
fast and no mistaking - it moves 
like the wind at the worst of times 
with you just steaming past the 
rather pathetic drones * but as a 
one player game, it gets repetitive 
fairly quickly. As soon as I loaded 
up this game, I sat for the next two 
hours and beat the computer rivals 
on my first go {and I hasten to add 
that I never really played Crazy 
Cars 3 that much before). This 
doesn't say much for its chances in 
the 'long-life tournament" of 
games, but then again i suppose if 
you buy Lamborghini you pretty 
much know what to expect anyway. 

The two-player mode works a treat, 
and boosts the game up a few marks, but 
again this is more down to the fun of a challenge rather 
than the game itself- Haying the computer rivals adds a 
bit to the excitement of the game, but in honesty this 
doesn't occur often enough and you find yourself delib- 
erately aggravating the police just for a bit of company 
as you plough through the drones. The speed of the rac- 
ing is impressive and the graphics and sound do their job 
very well, but a few more different cars wouldn't have 
gone down badly. The disk accessing Js a little bit 
tedious - loading before and after each race - but other 
than that the game is user friendly. Despite my groans. 
I'm impressed by Lamborghini, but at the end question 
its long-lasting appeal as a one player game. 
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Tht pl,iy% at th# same e«ceilf?nt ipeed put ail 

machines, with no differences On the A 1200. Titus are 
looking into putting Linibu' on the CD32 in the near 
future. 
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After countless 
breathless previews, 
much hype and a lot 
of waiting, Psygnosis 
have - at last! - 
finished what they 
claim Is the first 
'true' CD game. 
Simon Byron casts 
his four-eyes over 
what they're already 
calling “the future of 
CD entertainment.” 



Vow'll find on* of these in most levels. You wouldn't really expect to see a gigantic space station - or should that he 
Inner space station? - inside the body, but nonetheless, here is one. Once docked here I this is starting to sound like 
an Elite convention) you can add upgrades to your ship, check on the State of the body and: your own progress, or 
just marvel at how modem it a PI looks. 


■ heyVe been hyping this one 
so long it's been in danger of 
being a self parody longer 
than most games have been in devel- 
opment. The FM Towns version was 
pretty awful, and the Mega CD ver- 
sion is best forgotten. What chance 
does the lowly CD32 conversion 
have, I wondered to myself shortly 
before loading this one up, 

A game based around being 
shrunk and travelling around inside 
someone's squishy bits has been 
tried time and time again, and no 
matter how good the graphics are, 
none of them have ever been much 
cop. 5tiH P the spectacle- wearing, 
power-crazy, git features has 
decreed that this will get four pages 
- supporting the exciting new medi- 
um he cells it - so l r d best play the 
darn thing. 

Goodness me r what an intro! 
Seven minutes later, and totally 
blown away by THE most stunning 
intro Psygnosis have ever come up 
with - and that's really saying some- 
thing - 1 have to go for a little walk. 


In this more than six minutes long 
mini-movie, we are told the game s 
plot 

Two rival corporations have been 
battling it out for a hell of a long 
time. Finally getting fed up with 
underselling each other and placing 
larger and larger posters all over the 

cities of the world, one decides to 

* 

kidnap the president of the other 
and inject a small robot into his 
brain. This will control his move- 
ments and allow one to control the 
other. With me? Good. So you are 
sent in (also in miniaturised form) to 
find the robot, while fighting off the 
body's natural defences and all the 
rest of the buff borrowed from the 
Doctor Who story The Enemy With- 
in\ 

The major problem Microcosm 
faces is the stiff competition from 
last month's superb Liberation. With 
Mindscape r s game setting the stan- 
dard for CD32 games, it appears to 
me that Psygnosis have a lot to do 
So what are the scores on the doors. 
Miss Ford? 



Possibly the most hyped thing about Microcosm are the graphics. 

The squeamish say r Yuck p and the rest of us go 'Wow, that's the best thing 
P've ever seen', etc. With over four hundred Megabytes of space taken up 
just by the graphics (could your hard drive handle that?), it's the first real 
CD32 game that fills the disc by means other than a few audio tracks. 
Graphic artists beavered away for eighteen months, sticking cameras 
inside each other and digitising the photos.,, no, not really. They actual- 
ly beavered away on Silicon Graphic workstations, but the effect is the 
same, don't you think? 








(Above) Just two shots from the mammoth opening sequence. 


Unfortunately the frame only fills a third of the screen, but the images are 
so impressive that you start to realise that, well, maybe size isn't important 
after all. Still images can't do this any justice - you really have to see it run- 
ning. Buy a £1032 and a copy of Microcosm - you'll see what I mean. 






In each level., you need to find a robot drone to kill, one of which will look 
just like this. Every other bad guy in the game will die with one or two hits, 
but these take ages. Not only do you have to hit them in exactly the right 
place, but they also fire back all the time. (Did shoot-em-up hands may 
recognise this as an r end-of4evel x guardian.) Still, who said being a liv- 
ing antibiotic was easy? I'll never grumble about a paracetamol not 
working fast enough again. 




WHICH WEAPONS WORK? 


Can you see those five little 
bars in the top right corner 
of the display? Well, they 
relate to the five different 
weapons systems you have 
on board your craft. They 
are, from top to bottom: 

* Single fire, A standard 
laser cannon, that doesn't 
do anything fancy at 

all. What a shame. || 

* Double Fire. 

Just like the 

single fire, 

except It fires 

in two slightly 

different directions, \% 

giving you a much 

wjder firing range. 


* Triple fire. The best can- 
non of the Jot. This gives 
you massive destructive 
power. 

• Homing Missile. Tracks 
the nearest enemy, and 
takes them out with the 
greatest of ease. Very easy 
- and very satisfying. 

. * Shield. You have a 

shield which you can 
switch on and 
off when you 
like, provided 
your ship has the 
I energy to keep it run- 
nings Make sure you 
save it for when you really 
need iti 


For pretty much most of the game, you are fly straight down 
pre prog rammed paths., blasting the aliens that loom out of the darkness. 
Occasionally the firing will stop, however, and you get to steer the ship a 
bit- This happens at junctions in the level, and swinging as hard as you can 
in a certain direction lets you steer down to a different part of the level. 

This adds a maze element to an already frantic blaster, and is nothing more 
than the game designers making life that little bit harder for no real reason. 







Pull up your biof- 
ogy charts and 
B ^r prepare to take a 

trip through the 
f squishiest bits 

£ */ known Dufy to 

_ 

surgeons. Here 
are just some of the places you're 
going to have to fly through. 


* The Brain. This comes in two halves* 
and is easily the maiiest part of the 
entire game. Have you ever tried to 
map out the canals of the brain? 


* The Veins, Long, straight channels 
through the body* branching out here 
and there. These connect you to the 
rest of the levels. 


* The Bones. Flying along the inside of 
the bones? These form the backdrop to 
a chase scene, 

•r ship leads 


ing zone. with 

more twists and turns 

than the back streets of Finsbury Park 


n 
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The brain is easily the 
best looking part of the 
game, and* it also forms 
the last level. However, 
those nice people at 
Psy gnosis thought it 
would be a shame for all 
those people who just 
can't hack it not to be 
able to see It, so they've 
made it one of the earli- 
er levels as well. You 
start racing around in 
the right hemisphere of 
the brain, but find that 
the one guy you r re- look- 
ing for is in the left, and 
so have to trudge all 
round the body to get 
to the other side of the 
cranium. 



All through the game there are 
gorgeous animated Set pieces, like 
this one, which happens when you 
die. When your ship has taken so 
much damage that it can't stay 
afloat it careers off the walls 
around you before bursting Into 
flames, with you shown inside, a 
look of panic across your face. 
Could this be the first time that a 
game makes you feel sorry for 
yourself when you die? 




The first thing the bods at Psyggy 
did when they started to design 
the CD32 conversion was scrap all 
the crap bits from the fM Towns 
original and add some of the more 
spectacular moments from the 
Mega CD. Gone are the set piece 
shoot-'em-ups from the original, 
replaced by some roller coaster 
rides through some really twisty 
bits of the body. Forget the Big 
Dipper and climb inside the 0ig 
Intestine! 


Just like Racquel Welch said!, "Uh, 
there's a big lump of blood after 
me- And look, it's being followed 
by a glob of phlegm". Well, 
perhaps she wouldn't have put it 
quite like that, but you will when 
you start facing some of the organ- 
ic horrors this game has to thro w 
at you. If that Isn't enough, there 
are mare than a few robotic ene- 
mies thrown into the bloodstream ^ 
for the hell of it to make your lif-e^ 
just that little bit harder. ■ 









The controls work more or less as you would expect them to. The four way 
controller moves your ship about, one of the buttons fires the currently 
selected weapon, one changes the weapon, one turns your shield on and 
one turns it off, One of the top buttons aiso brings up a map screen which 
draws itself, and one brings up an energy distribution screen that Eels you 
move all your shield energy into your cannon to improve its capabilities. So, 
you can t plug a joystick in unless you're got a six button one. Tough. 



One thing the game makes excellent use of is live action footage. No, these 
people aren't rendered, they are actually some of the graphic artists who 
worked on the game. Shot against a blue screen in Super VHS, the images 
were cut out, degraded a little and then mixed onto a computer generated 
backdrop. Looks good, doesn't it? 




Just because you're always flying through tunnels doesn't mean you fly 
straight. The levels are full Of more twists and turns than a iN umber 1? on a 

k Sunday night, and it can be quite disorientating at times when you start 
getting thrown all over the place. Thankfully the sprite positions are 

independant of the backdrop, so it doesn't affect the playability at all. 

It just looks great. 
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Well, as you can t ell r I've been com* 
pletely blown away. Anyone who 
moans that CDs don't offer much in 
the way of new technology should 
get their leering gear round this. 

Massive congratulations have to go 
to Stewart Sargais&on, Richard 
Weeks, Fete Marshall and everyone 
else who has spent so much time 
taking a substandard FM Towns 
game with some nice graphics and 
turned it into THE CD32 game to 
have. Microcosm is the best looking 
Amiga game ever, without shadow 
of a doubt. But it takes more than 
nice graphics to make a good game 
so thankfully, Microcosm plays 
almost as good as it looks. By chang* 
ing the perspective on the game from 
first person (as the FM Towns game 
was) to third person* the playability 

V 

has increased tenfold, and you are 
left with a blaster that is still great fun 
to play once you've got over the gor 
geous graphics and dynamic soundtrack. Obviously it 
would have been nice to see more levels in there, but 
that's mainly because I'm greedy, never satisfied and 
would have loved to see how they would have shown 
other parts of the body* How about a Microcosm 2 - 
Journey Through The Unmentionables? If you're fed up 
with shovelware, and think you should he getting more 
for your machine than A12Q0 ports with CD soundtracks, 
then it's time to get your wallet out. Mario sold the 
SNES. Sonic sold the Megadrive. Nemesis sold the MSX (a 
bit}* Microcosm will get the: CD 32 the sales it really 
deserves. 


Ndj there aren't going to be any flippy 
versions at all, so you'll just have to wait for 
the CO Add on to appear. Psygnosis would be 
happy to release a floppy version, but only if 
people win pay for the 500 disks if wovld 
require, and don't mind a bit of disk swapping! 
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once r if you make a second trip 
from one spot to the other you sim- 
ply skip the section and arrive 
straight at your destination. 

There's a bonus two- player sub- 
game to be had as well. The Cosmic 
Pie- Slap is a fight to the death with 
custard pies. Each player takes con* 
trol of shaggy dog creature and has 
to run around a maze, picking up 
bonuses and spotting the opponent 


get back to Earth, obtain the neces- 
sary proof and then get back to 
Linoleum in time for riches, ticker- 
tape parades and tea. 

Cosmic Spacehead uses a simpli- 
fied LucasAirts-style adventure inter- 
face (and I do mean simplified), con- 
taining a jist of verbs, an inventory 
panel and a side-on view of the 
main action. The arcade side of the 
game comes into play when you 


intergalactic tourist. Armed only 
with a camera, a flash and a retro- 
thru sti n g hy per d ri ve & pacecr aft 
(with the AA Homestart badge) his 
mission is to prove to his fellow 
Linoleums (the populace of his 
home planet) that the Earth is real. 
Why? Just a small matter of being a 
national hero and obtaining masses 
of wealth, that's alL 

Thinq is, no one believes his sto- 


ombmations are tricky 
things to pull off. A few 
notable attempts include 
the mixing of cherry with coke, the 
joining of Abbott and Costello with 
The Killer ©oris Karloff, and the 
merger between Lionel Glair and a 
multispeed food blender (one can 
but dream). Above all of these 
however Is the combination that 
Codemasters are hoping to pull off 


- that of an adventure with an 
arcade game. You've got to admire 
them for their ambition if nothing 
else. 

Cosmic Spacehead is the first 


ries of a small blue-green world 
with ape descendants crawling all 
over it, so he s left to fend for him- 
self, With only a measly one Lin- 
ed oil a r, Cosmic has to find a way to 


leave a screen- Each area of the 
game is linked to the next by a short 
action romp, from platform games 
to asteroid fields- Most of the time 
you need only play these sections 


before he gets hit himself. 

If it all sounds like fun, then 
you # d better wash your ears out and 
hear this: Cosmic Spatehead isn't 
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Some at the puzzles take a little bit of lateral thought. This scary monster 
for instance (and I don't think I'm giving away anything too serious} 
needs to be removed by handing him a helium-filled balloon, he then 
floats away al lowing for access, hut where on earth do you get the 
balloon from? 



Introducing the first ever intergalactic tourist., Commit SpaceheacL Cosmic is 
movf>d around the screen by pointing the cursor to the desired location and 
clicking Iwith the joystick, naturally). The verb list below the screen repre- 
sent Cosmic r s entire action list and the inventory shows his current posses- 
sions. 
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My heart leapt into my mouth when 
I first read the specs for Cosmic 
Spacehead (not a pleasant sensation, 
especially after just brushing your 
teeth - mint and bfood don't mix 
well). A point-'n '-click adventure 
combined with an action arcade 
game and supporting two players? It 
sounded too good to be true and as 
you'll know if you’ve already 
glanced ahead to the scores, it was. 

Let me ask you a question. If a game 
has a LucasArts style Interface, 
requiring the selection of actions and 
objects to perform a function on- 
screen, and If it has a cursor that 
needs to be moved around, wouldn’t 
you expect to have mouse control? I | IIJIYJIIIIITY 
would. Codemasters, apparently, 
wouldn't. Joystick manipulation is 
fine for the arcade bits, but any 
adventure worth Its salt would allow 
for a mouse. The upshot is a major 
part of the game that is just cumber- 
some and unfriendly and enough to 
drive you away. Let's add simplicity 
to the currently boiling pot of prob- 
lems. There Isn’t a great deal of chal 
lenge to any of the adventure’s puzzles 
and though I know this is aimed towards the 
younger market, when you combine it with the control 
hindrances I can quite imagine junior turning to his Ma 
on Christmas morning and saying "Why didn’t you get 
me Mortal Korn bat? Don't you love me or something? 
The only parts that do get quite tough are the action 
segments but, and this is a big but, BUT! (*hank you Rory 
Bremner), to die by failing a platform game when you’ve 
struggled patiently through the tedium of the many 
adventure segments incurs a feeling of such wrath that 
nearby grapes would be hitching up their stalks and run- 
ning for cover. If Codemasters had stuck to their original 
policy of releasing nothing but budget games then 1 
would have heartily recommended Cosmic because it’s 
exactly what you’d expect from a budget game. For full- 
price fare it leaves a lot to be desired. 


No CD 33 versions are planned for any time 
soon and the game runs exactly the same on 
whatever type of Amiga you have. 
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interaction in Cosmic Spacehead if 
limited to watching a p re- rehearsed 
conversation. Without the ability to 
choose responses or Influence the 
manner of your queries, there's lit- 
tle feeling of character 
development or game freedom, 
something sorely misled from the 
game. 


The map shows alt the possible locations in this section of the game. Each 
of the areas are linked by an action segment - usually a simplistic platform 
game - which are mildy entertaining. But not for long. Cosmic's task for this 
part of the game is to successfully negotiate the three sections: linoleum, 
Detroitica and a space station. 


The platform sections make up most 
of the links between adventure 
areas. Cosmic’s actions are pretty 
limited, as he's only able to move 
left and right or jump. Here's a quick 
tip: Avoid everything that moves as 
they’re all lethal to touch. The 
sweets are bonuses - collect enough 
and you gain at! extra life. 
Marvellous. 


Sometimes the platform sections 
aren't that easy. These sewers, for 
instance, leave Cosmic completely 
in the dark (ho ho). As you r d expect, 
water is fatal (we all know what a 
harmful substance tt is, don't we?h 
as is falling off the bottom of the 
screen, which always gets on my 
nerves. Mind how you go ! 


The two-player Pie Slap is the best feature of the whole game, even though 
it as absolutely nothing to do with the rest of the adventure- Two players 
attempt to hit each other enough times to win the match and along the 
way you collect bonuses that allow for ricochets, speed ups and opponent 
freezes. 
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Simon Byron, master of innuendoes, reckons that Acid Software's reet smert racing 
game is so edge-of-the-seat it's likely to leave you with... 
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ook r fm going to have to get 
this out of the way right now 
so please bear with me for a 
second. I apologise for what's about 
to follow but it s not my fault - the 
coders behind this top-down racer 
leave me with little choice. So then. 
Skidmarks, eh? Sounds a hit tike 
what you find in your undergar- 
ments, doesn't it? Snigger, 

That out the way, we can chat 
about the latest coding phe- 
nomenon that is Blitz Basic 2. This 
new programming utility looks set 
to replace AMOS as the language 
with which armchair coders can 


bash out games from the relative 
safety of their seedy bedrooms. 
Which is a good thing as far as ! J m 
concerned ■ after all, AMOS was 
never really that impressive and the 
awful brown screen that momentar- 
ily flashed up as AMOS games load- 
ed was enough to give any PD 
reviewer, urn. Skidmarks, Snigger 
Blitz Basic, however is a com- 
pletely different story altogether 
(and if you think I'm going to recite 
a Police Squad gag here then you're 
sadly mistaken. We just haven't got 
enough space), as you're about to be 
made aware. Okay, so l J m a complete 


know-nothing when it comes to writ- 
ing games but it appears that Blitz 
Basic 2 is so easy to use that even I 
could create a piece of software to 
rival Frontier Elite 2, And it wouldn't 
take me five bloody years to do so, 
either. 

So to round things off. Skidmarks 
b written in Blitz Basic, You get to 
race around a number of courses 
against three computer- or 
human-controlled opponents 
and, er, that's it But can 
Vision out-race Team ^ 

17 and the Codies? 

Well see. 
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(Below) All of the races take place 
on off -road tracks and as you tear 
around the place the road markings 
w LI I gradually erode away as you 
scuff over them. Most of the tracks 
have a multitude of ramps to navi- 
gate but these aren't too much of a 
problem as you can't veer too far 
off course because the game keeps 
you roughly within the confines of 
the track, almost as if there were 
invisible glass walls on either side 
of the roadr 
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Ail of the races take place over hilly 
terrain and some even have ramps i 
them so be prepared to spend quite 
a while In the air. You'll often find 
sharp corners after a particularly 
nasty ramp so it's worth taking 
things at a steady pace and not 
going too fast unless you want to 
end up as scrap. Crashing only loses 
you a few seconds because you can 
sustain infinite damage - handy! 
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The start- But everyone seems 
to have loft without us. 


Er. A corner. Okay? 

O' 
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Watch out for the Crossroads.. 

T s 

Benny! 
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Cor - another corner. 
Incredible, eh? 


*■ ** 


Here's a bit of a jump. 



A goad tactic when you're being 
chased by your rivals is to expose 
your side to them as much as possi- 
ble. This way, if anyone bashes into 
you then you'll be nudged forward 
while they're drastically slowed 
down. Crashing into opponents 
doesn't harm your car in any way 
and you'll often find that passing 
'through' other cars will only slight- 
ly stow you down. This may or may 
not be a bug but it works better 
^ this way because it reduces the 
® amount of stop -starting when- 
ever you encounter a crowd. 
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The crowd. I m pressed 







When two players join the action,, 
the screen divides itself into equal 
portions which centre around a car 
each. Although this may appear 
restrictive (and it is a little), it's not 
too had once you begin to learn 
where you F re going and you J d moan 
if the game was si ngl employer only, 
really you would. At feast the 
option's there - it J s up to you 
whether you use it or not. 


Hey, hey. hey r siow down, tiger,. If 
you're looking for an informative 
caption detailing exactly how to play 
Skidmarks then you're about to be 
sorely disappointed. You see, control- 
ling your car is as straightforward as 
pushing fire to accelerate and moving 
left and right to alter the direction of 
the vehicle. Of course, if you're using 
the keyboard then it's a bit different 
but the principal remains the same. 
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Yes indeedy-d oody 
corner! Yippee e l 


another 


& 


Some signs to look at. Tfc.i r- 
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Depending on how much memory your Amiga has, you 
can choose to race a combination of vehicle-types which 
vary from smart dragsters to even smarter Porches, the 
game will tell you how many different types of car 
you can have on-screen at the start (something to 
do with graphics memory r so I'm informed) 
although there Isn't that much difference in the 
way they race so If you haven't got a high-pow- 
ered Amiga then don't blub. 
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This is what we like, a game that 
makes no claims about breaking any 
barriers and pushing back the 
boundaries of entertainment, con- 
tent merely to stand up and be 
judged for what it is - a no-non- 
sense, adrenalin-pumping racer. 

Skidmarks is beautifully simple to 
play. No messing around with awk- 
ward control methods, no farting 
about familiarising yourself with the 
game and the way it works - if you 
can't wash 'it' go immediately then 
you're obviously still In potty train- 
ing (and I'd hate to see your version 
of Skidmarks], The graphics are bril- 
liant - nice, clean tracks with rugged, 
well-animated cars - and the wear- 
and- tear reflected by the courses as 
you race over them is a nice touch. 

However, it’s not all good news. The 
single-player mode Isn’t as fun as it 
could be, mainly because the com- 
puter-controlled drones aren’t that 
intelligent and, a$ a result, easy to 
beat. Of course, the two-player 
mode is a right laugh, although get- 
ting used to the restrictive display 
does take a while. You could argue 
that twelve courses doesn't add up to 
much in the way of lastability, and you’d be right, so in 
one-player mode you’re likely to get bored fairly quickly. 
But it’s when you Involve more people that the fun real- 
ly starts and once you all commence playing it’s unlikely 
you'll be able to drag yourself away. Like SensisoCcer, 
this is a timeless two-player game which is likely to be 
dragged out of your collection time and again, but it’s 
worth bearing in mind that single players may find the 
appeal wearing off after a while. 


Thn viriiofi of SMdm^rks ha* -m idditonal wt of 
hyper t-rjlouirfuil graphic* far all you A1200 r>w n • 
er* and although fh«*r*f ar« no COPtr aim detail* 
about a CD32 port, l r d be mrpfiitd if 
OjfttfrtadoN* don't hedger the publHh^r^ for om- 
too lon-g. 



















Matt Broughton earns himself the 'Sad lad' of the month award by taking a copy of Mind- 
scape's latest home to play after hours. It must be good* According to him, it isi 



L es Tinies sent probablement les 
creatures lews plus malicieuses 
de toute la gdlaxie, Et non mis- 
taking] 

Yes, Tve got a multi-language 
manual and l r m not afraid to use It, 
but il doubt that you'd be too 
impressed if I went on like this for 
two pages, so let's start again in 
English. 

Die Tinier sind wahrscbginlich die 
durchtriehensten Wescn der Galax- 
is Damnkoftp! Wrong page. Ah, 
here we go.. 

The Tinies are probably the most 
mischievous creatures in the whole 
galaxy. Having failed to conquer 
Earth in Tiny SkweaksS the rebel 
Tinies have been carted back to 
their home planet of Sklumph only 
to find that the King of the Tinies 
has decided to use a new machine 
to rid them of their crippling sense 
of humour - thus bringing 
order to the planet Unfortu- 
nately, a wicked Tiny h 
now taken control of thi 
machine, turning the other 
Tinies into stupid monsters 
and proclaiming himself the 
new sovereign of Sklumph. 
Needless to say. the rebel 
Tinies must now end the 
tyrant's reign and release the 
King by negotiating 100 lev- 
els of platform action. Pbew! | 

To help them in their mission, the 
rebel Tinies have different coloured 
Power Rings which, when worn, 
change the colour of the Tinies and 
their abilities. Green Tinies can 
swing from ropes and pull blocks, 
ilue Tinies can swim underwater 
and blow bubbles, red Tinies can 
bite through weak walls and floors, 
■and yellow Tinies can spitfire. You 
can only use onftjiny as a time 
but you can swap between the 


Tinies at will. 

Secret rooms tan be found where 
you'd least expect them (otherwise 
they'd be called Obvious Rooms, 
wouldn't they?), along with tele- 
ports and r of course, a number of 
nasty birds, bumble bees, sharks etc, 
who are all very keen on fresh furry 
Tinies. With all these obstacles in the 
way, you can be sure that the task 
ahead isn't easy. 


LET'S GO! 


Do you remember that episode 
pf Finger Mouse where the 
crow had Id drop stones in the 
bottle to get a drink? No? Oh. 
Well anyway, this level is very 
much like that, with you need- 
ing to drop enough blocks into 
the pool to allow you to swim 
across and bite your way to a 
bonus room and then on to the 
exit. Oh yeah, and watch out 
for that flying pig. And no, I 
don't mean An nek a Rice. 


Heave! 
Heave! The 
marvelous, 
mechani- 
cal, mouse 
orgam. 
Just push 
this block 
off to help 
below, 
Hnngg! 
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This level 
is infested 
with fly- 
ing P*95 
that are a 
real pain, 
A few 
bolts from 
Yellow 
should see 
him off. 

Eep? 


The teleport will scatter you into 
the pool below. Beam me down! 


Red uses his 
chomping 
skills to bite a 
hole through 
the floor, 
dropping the 
block from 
iibove. Green 
then uses his 
brilliant rope 
to drag It 
over to the 
edge of the 
ledge- 
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Red Five standing by, Yes. Red is 
a touch hungry, and should you 
find a weak spot in the ground 
Or wall,.. well, I'm sure you can 
guess what happens. It's worth 
testing any areas that look 
dodgy because you never know 
where your next hidden room 
will be. You'll never see two 
Times together* but I've pieced 
together this shot so you can 
see Green showing off in the 
background. (He's my 
favouri ta!). 


i fTHE VERDICT 
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What can I say? This is just brilliant! 
I hate to draw comparisons with 
other games whet) you have a stun- 
ning game like this, but take 
Lemmings and mix it up with Lost 
Vikings and you're kirtda there. This 
really is the best of both worlds as 
you get to enjoy well-thought-out 
puzzles while still enjoying 
action/ arcade aspects of a platform 
game. The graphics are brimming 
with character (Green's rope is 
superb!) and the game is constantly 
adding new things to obstacles to 
overcome rather than just churning 
out the same problems in a differ- 
ent level. The sounds are quite 
cute, but the music is a bit duff to 
be honest - firstly because the 
# musah T begins to annoy after a 
while, and secondly because you 
can't turn it off. That aside, it's the 
sort of game that's good for a ten 
minute play, or a real day waster. 
There’s no password system as 
$uch F but the game does save your 
progress to dish after a certain 
number of levels, 


Yellow's skill isn't exactly sub 
He - i.e* shooting things - but 
it does come in useful for 
clearing away the chaff, not 
to mention bashing away any 
weak blocks or secret 
entrances- Yellow can send 
out a fairly destructive wave 
of shotSj or hold down for an 
R-Type build-up, He also 
makes a superb 'eep' -sound 
when he gets going ! 


Green is without a doubt my 
favourite of the Tinies. If your 
idea of fun is swinging 
Spider man -sty lie across the 
screen, then look no further. 
Green can produce a rope at the 
touch of l button that will 
remain intact Until you releases 
the button again. You can lower 
yourself,, pull yourself up, and 
swing from side to side. Once 
you get good, you can set up a 
superb series of swings that 
would have Tarzan weeping. 


This is a trap that only Slue 
can handle thanks to his 
underwater abilities^ First he 
needs to use the switch to 
drain the water, and then 
hand over to red who can eat 
through the wall and get at 
all the lovely goodies waiting 
on the other side. Slue can 
also blow bubbles at any 
baddies, which has the same 
effect as the fire balls from 
Yellow. 


although you can't start 
where you finished, you only have to repeat that 
zone again. Fumes has an excellent pace arid 
the learning curve Is perfect. It’s fiendish in 
^ the way the levels can appear deceptively 
simple but turn out to be hair-pullingly 
■ \*jjP * hard - especially when you don't have 
' ^ the necessary Tiny. The speed is 
brisk, although if duel slow down a 
* W- bit when things start to get really 

J crowded, but thankfully It never 

really affects the game play Jtseif* K 
ready can’t recommend this game 
^ enough * it's just such good fun. I 

My haven't even got onto disk five yet, but E 
will. Oh yes r 1 will. 


( ’■ SB & , As Y ou your way across the Eight dif- 

ferent rones (see inset), youll come across 
bonus rooms. You may come find these 
through random teleporters or by hitting weak sections of wall, but how- 
over you get there you'll be treated to a mass of bonus tokens - collect 100 
and it's bonus life time for you. You only have a few seconds to grab as 
many as possible, so don't waste time thinking. Once again, here's an extra 
Green fury (did I mention he's my f«Y?) 


Dt'V&fuppt; 

Kalisto 


Joystick' Key hdJtrd 


Disks 
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This is compatible with the A1 200 and apart from 
losing all the slowdown problems., remains the 
same. Although there are no plans for an A12QQ-spe- 
cific version, Mindscape are looking at a CD32 ver- 
sion Liter next year. 
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Since double entendres and stereotyping 
foreigners are a way of life for David 
Upchurch, he seemed the ideal person to 
check out the computerised antics of the 
ever-popular wartime farce. 


was there at the beginning. I was 
there at the end too. in my own 
private world, 'Alio Alio was as 
hallowed and revered as the good 
book itself (the good book being 
Rene Artois' War Diaries, of tours*), 
I laughed with every mention of the 
fallen Madonna with the big boobies 
(chuckle). I chortled every time the 
Italian one (whose name I never 
could remember) said "Whatta mis- 
take- a to make-a". I sighed with sor- 
row when Hans left the show and I 
mourned recently with the passing 
of Kenneth "Monsieur Alphonse” 
Connor, 

And now I have the game with 
which to keep alive those memories. 
A chance to relive the derring-do of 
the British airmen, a chance to mis- 
place my vowels with Officer Crab- 
tree, a chance to fondle Yvette in the 
broom cupboard and a chance to say 
JJ You stupid woman" to Edith when 
she catches us. Actually it's none of 
that. Et J s just a chance to run around 
some platforms collecting knock- 
wursts (sic) with Rene. There's not a 
double entendre in sight. 

The aim of the game is to explore 
the various levels, collecting gold r 
knockwursts (sic) and other valu- 
ables, eventually reaching the Ger- 
man-occupied castle and switching 
the fake painting of the fallen 
Madonna with the big boobies (gig- 
gle) for the real painting of the fall- 


The cast members pop up through- 
out offering solutions to some of the 
problems. Rene's wife, for instance, 
will begin to sing whenever you 
nudge her, causing any nearby sol- 
diers to freeze for the duration. You 
would have thought they would run 
away,, would n't you?. 

en Madonna with the big boobies 
(guffaw) to help fund the French 
Resistance. 

Within the game you get to con- 
trol either Rene or, in two-player 
mode, Michelle, dodging the Nasi 
guards and the main villains from 
the show, and accepting help from 
'all your favourites'. For instance, to 
momentarily stun all the guards in 
Rene's cafe you can get Madajjne 
Edith to start singing. The guards all 
cover their cars and are temporarily 
oblivious to your presence- Puzzles 
like this abound J Allo 'Alio and this is 
what Alternative hope will set it 
apart from run-of-the-mill platform 
games. 
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Gordon Kaye in all his funny 
Frenchman finery as Rene Artois, the 
cafe owner O'm just telling you this 
to prove | watched the sh&w). Rene's 
task is to negotiate each level, avoid- 
ing the Germans and collecting what- 
ever is detailed at the start. Level 
One needs you to collect knock- 
wursts (sic) containing fake fallen 
Madonnas, Level Two requires 
fake gold to bribe a train driver 
and so on. 


Double fun (says he using the term 
'fun 8 loosely) can he had In the 
simultaneous two-player game. One 
player controls Rene, the other takes 
Michelle (hey, the game doesn't con- 
tain any innuendo SO I'm having to 
provide my own here). Thing is the 
screen only ever centres on one of 
the players so any thoughts of split- 
ting up and exploring the map mdi* 
vidualiy can be dismissed straight 
away. 
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To sum up my true feelings on "Alio 

J Allo: The Came would mean turning 

my back on an institution that has 

been as much a part of my being as Alternative 

Software- 

my lifelong devotion to the associa- fn-hovse 

tiort football team that dwells under 

£24,99 Out Now 

the banner Arsenal. 'Alio 'Alio: The ... 

Show was one of the few things 1 y-va c-?*. ^ ^ 

would fight my way to the televisual nr/ank 

set to watch. ’Alio 'Alio: The Game , “ 

is one I would fight to get away • I 2 \ 

from. The game's major failing is its ID f f t f t E 
inability to reproduce any of the ■' j frffl 
show’s sense of risque fun, 1 mean, Uw fO 

look beyond the fact that you're 

running around as Rene and that 1 0/|©H 

you occasionally bump into the j J*| (Q 

other east members, and you'll soon nTTTTTHTTI 

f If Tl il 

realise that this could be just about ^ . i j . iT' 

any platform game set in any arena, .Jvj u Q 

The only nice moments in the whole TTTTTTmrT* 

game are when you use the Cast to i — 

slow down the Germans, but all this ^ O || / 

interaction consists of is simply 
throwing something at them to 
’switch them on'. This isn't 'Alio _ _ 

’Alio, it doesn't even have the theme n T V# 

music! Since Alternative acquired the k ■# 1 /Q 
licence, why couldn’t they even Include ‘ .yj 

the theme musk? it's unbelievable, really! 

The two-player option would, nay should, have been 
quite good fun. Almost any game can be enlivened by 
the addition of a second human participant. Thing is, it 
needed some kind of split-screen effect allowing for 
strategic team play. The system used here is both stag- 
geringly unwieldy and btiarrefy ill-conceived. What is the 
point of being able to control someone if you can't see 
what they’re doing? Especially on a platform game! It 
beggars the mind, it really does. Listen very carefully. I 
shall say this only once: J Alld 'Alio is crap. 


1 1 1 1 f I u 


alt'® 


Htij ha, ha, ha ha, G lymph. You ar* kidding me? 
An At 20 Q or CD32 version? Bwah, hah, hah. 
Hah, ha., ha,, ha *s+ 









PC Screen shoes 


ASHES OF EMPIRE 

"An extremel]!' 
engrossing & satisfying 
experience" 

PC Format 8 1% 


SILENT SERVICE II 
Absolutely the best 
submarine simulation 
there is" PC Zone 




GREA 


A 










3 ? ■ 





Copyright 1993 Digital Integration Limited 








E V 


I 


E W 



Miner 2049er did it in the seventies, Rick Dangerous did it in the eighties, now the 
I nineties platform adventurer is born. Simon Byron is going to the zoo, zoo, zoo. You can 

come too, too, too... 




T here are those that say zoos are 
awful places. That keeping ani- 
mals caged and out of their 
natural habitats is the most cruel of 
all mankind's punishments towards 
Mother nature. 

There are also those that say 
they are great places, A chance to 
study nature's creations close-up, 
while taking care of those speci- 
mens that couldn't fend for them- 
selves in the wild. 

Me? I just like them because you 
can watch monkeys playing with 
their genitalia, 


For Gubha, an animal delivery 
man, zoos mean escape. Especially 
since the zoo in question belongs to 
an alien species and he is one of the 
exhibits. Luckily, the chance to 
escape is granted when the ship car- 
rying him and his fellow alien cap- 
tives loses control and accidentally 
jettisons them onto a nearby planet. 
From there, aided only by a friendly 
stick creature, Bubba has to find his 
way back to Earth, avoiding the alien 
zoo keeper all the while. 

In every genre of computer game, 
there are certain titles that stand out 


amongst the rest. These titles show 
exactly what can be done when the 
designers, the programmers, the 
artists and all the other elements 
that make up an average software 
house are working in perfect har- 
mony with one another. 

In the mid-eighties, one such title 
was Rick Dangerous. In the world 
that is platform games, Rick has 
always stood out as one of the first 
games to inject some true thought 
and originality into the otherwise 
flaccid genre. It bred games such as 
Prince Of Persia and Gods and now 


its path of wisdom has led us to 
Rubba 'n j Stix, a platform game that 
sticks its tongue firmly down the 
throat of Mademoiselle Playable. 

What sets it apart from most is 
that it isn't just platforms. In fact rt's 
hardly platforms. It's more of a side- 
on maze with puzzles, traps and crea- 
tures that make the crude pressure 
plates of Prince and the rolling rocks 
of Rick seem crude by comparison. 

You may have gathered from the 
enthusiastic tone of this intro that 
Bubba is one of the best games of its 
type. Why? Because of all this... 



Hert s where Rubba begins level three. 
fUothmg to do here but w-ander to thfc right 
(or Heft, remember}. 


ties! fcvrtp high and wide 
to cooh your bunions. 
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Scattered around each Iflvel are the various other alien? that were on the 
way to the zoo when the ship crashed , Bubba can collect these hapless 
beings for bonus points, Collett enough and the game will take you to a 
bonus level, requiring you to collect as many creatures as possible within a 
limited amount of time. 


The last level of the game takes Bubba to an alien space station, complete 
with baggage^ tourists, conveyor belts and parking shuttle craft. This is one 
of the most taxing levels in terms of puzzles and requires some very creative 
thinking. What happens at one end of the level usually results in altering 
something later on, so it's best to take time and explore. 

























{Left) Here we see 


'I i- ft I The vd I can lit eve I 



These bats continually hover around Bubba 
so the best policy to adopt is to duck when 
ever they near. You can swipe at them with 
Stix but they're so damn quick that ifs 
often best not to bother. 


The onJy way to traverse this hit is by using 
these rocks as stepping stones. Trouble is. 
they submerge as soon as you step on 
them. Better be quick, Bubba, 


















Using St iK as a snorkel, Bubba explores the underwater ruins. Along the way 
hell have to contend with the deadly puffer fish, winch traps and other 
devices left by the deceased inhabitants. You'll also have to watch your air 
lupply because if Bubba stays under for too long then he'll end up with a 
lungful of water. Bub has face changes to reflect how much time he can 
spend under water so as long as you're attentive then there's no reason to 
drown, 


Some of the puzzles involve flicking switches, pressing buttons and turning 
wheels (as our glamorous assistant Bubba is now demonstrating for your 
information and entertainment). These have various effects, from lowering 
water levels allowing for safer passage, to opening doors. Nothing is ever 
quite that simple, though - wouldn't be much of a game if it was - so sure 
enough such triggers are normally guarded by some nefarious means or 
another. 


Stix is one of the most useful puzzle-solving aides ever featured in an Amiga game. Not 
only can he be chucked at most meanies {as you'll see later), but he can also be used m 
a number of other helpful ways. Like these, for example... 


Sometimes Bubba will come across a 
rock or a bag lying close to the edge 
of a cliff. By using Stix at a fulcrum 
levee, you can nudge the object over 
the side, triggering whatever lies 
below. 


The holes in walls allow Bubba to 
use Stix as a platform. Jam him in 
the hole and then jump on him. 
Some holes also act as switches, 
causing anything from mass rock- 
falls to turning on baggage trolleys. 


When underwater, Stix is used as a breathing apparatus by Bubba. An icon 
shows how much air Bubba has left and how long before he ll need to sur- 
face again. 

The most common usage for Stix is 
as a weapon - either by smacking an 
opponent upside the head or by 
usi ng it as a boomerang, Bubba can 
fend off most nasties. By leaping in 
the air whenever Stix is heading 
towards a meanie you can influence 
its destination. A little fun can be 
had by sending Stix out one way and 
legging it the other and ducking or 
leaping to avoid him as he returns so 
that he has trouhle finding you. 
Laugh? No, I didn't either. 
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Occasionally. Bubba will need to cross a tightrope and in such a situation 
Stix is perfect as. a balancing rod. You need to keep a steady rhythm or else 
you 'll lose your balance and plummet into whatever lies below. 
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For that burst of speed, useful for dodqing laser blasts,, running from 

robots and generally getting to safety r double push the stick in the desired 
direction and Bubba breaks into a run. Pity he doesn't do any combat rolls 
as well, that would look really 'ard. 




(Above) Back on Earth, Bubba was some- 
thing of a pool demon. By using Sti* as a 
cue you can nudge certain spherical 
objects into moreopporfune positions. 


(Left) The final use of Stix is simply to 
keep Bubba entertained while you're off 
doing other things, leave the controls 
alone for long enough and Bubba will 
compose a short little ditty. 



Constantly pursuing our two heroes is the alien ZOO keeper, who daren't 
face his boss without the prize specimens. The keeper crops up through- 
out the levels with a series of increasingly bizarre capturing tools, it's 
more for comic value than to present any real danger as his methods 
invariably result in him being on the worse end, the fool. 




iys to compete 
ocl, Flashback 


often know exactly where to put 
Stix, you're never quite sure of the 
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special as a specially-created Specials 
album, compiled by Arthur arid Nora 
Special* The combination of such 
cunning puzzles and inventive uses 
of a sidekick (in this case a living 
stick) combine to form a truly enter- 
taining game* The overall character 
and graphical style of the game 
make playing Bubba like playing a 
cartoon - everything is so smooth 
and lovely that you just want to 
take Bubba to your bosom and pro- 
tect him from his harsh alien world. 
But what really makes the game are 
its puzzles. You would have thought 
that a stick would be a bit limiting in 
the puzzle stakes (after all, there’s 
only so much you can do with one, 
isn't there?) but the game's design- 
ers have come up with a few really 
cunning brain teasers - although you 


PuMtthpj-' Core 
in- ho us# 

£25.99 Out Mow 

Not Hard Dhh IriifklMtljv 
Joystick 


Memory 


Disks 

3 


outcome, mere is, nowever, one prop- 
fern with Bubba 'n r Stix. With only six lev- 
els in total and no form of pre- or mid-game animation 
sequences you're likely to feel a little disinterested. After 
all, what’s the point of struggling through a tortuous 
maze if there's no sort of reward at the end? It p s a 
shame because the animations could have really helped 
with the overall style of the game, adding humour and 
giving the player a sense of deeper involvement (anima- 
tions are like that, you see), Bubba is a truly fab game 
that could have done with being longer. What's there is 
going to keep you busy for quite a while and you're 
more than likely to enjoy yourself while you play. If r $ 
just that it's the computer equivalent of sex - superb 
while it s happening but over before you know it* Or so 
I'm led to believe. 


There ire plans for both a CD 3 2 version and 
At 200 with 256 colours, additional animatjuns 
tind stuff i like that- These version will be Out in 
May 1994 -. 


^v&htiev Order 

Please send 1 ebeque/PO's (made out to Premier Mail Order), or advise Visa /Mastercard number and expiry date to: : 

Dept THOU, 10 Tinkler Side, Basildon, Essex 5S14 1LE Tel: 0268 271 1 72 fax; 0268 271 172 
Telephone Orders: MoivFrj 9am-7pm and 5at& Sun 10am-4pm We Are Open 364 Days a Year 
P&P and VAT is included for all UK orders. Please odd £2 P&P for Europe and £3.50 for Rest of The World 

Next day delivery service available £4 per item UK only. e &oe 









A cornucopia of riches this month, with 
new stuff for both the At 200 and the CD32 
- hoorah! Matt Broughton is the man behind 
the myth... 



THE CHAOS ENGINE 


A1200; Renegade 
125.99 

'Some-time in the last century an 
experimenter with time, space and 
early computers created a bizarre 
machine - the Chaos Engine, 
Although initially primitive, the 
machine evolved and rapidly 
became incredibly powerful. Even- 
tually it turned against its creator, 
and used its powers to send a cloud 
of chaos across the land - humans 
and animals were turned into 
ravenous beasts,./' And so a legend 
was born. Well maybe not a legend 
■ but a damned fine game anyway! 


Chaos Engine made a fair dent in 
the games world when it landed 
quite squarely at the end of last year. 



earning itself an Impressive 65% 
from the Grand Master Upchurch (he 
used to work on the mag, as you'll 
no doubt remember), We(l h now it's 
back, and it's got a new jacket * and 
a jolly colourful jacket at that. 

Just in case you weren't born until 
seven minutes before you bought 
this mag, let me explain that The 
Chaos Engine is a sort of 'top-down' 
viewed romp, where you and a com- 
panion - human or computer con- 
trolled - wander around a number of 
levels in a Gauntlet fashion,, killing 
nasty geezers and activating a set 


number of "nodes', thus opening the 
exit to the next level. 

The levels take you through 
forests, swamps, factories and other 
atmospherically represented areas, 
with a different batch of monsters 
inhabiting each one. Your character 
(chosen from six possible mercenar- 
ies) has a set weapon with unlimit- 
ed fire power, and also carries a spe- 
cial item - a map, fire bomb, smart 
bomb r etc - which can only be used 
a certain amount of times, with 
extras being collected along the way 
or bought at the end of each "world 1 . 

The computer-controlled charac- 
ter that travels with you is of a high 
intelligence (as far as CPU players 
go) and will attack monsters and 
activate nodes, not to mention pick- 
ing up coins and bonuses if you 
don't get there first. 

Apart from the super^duper 
graphics (which look gorgeous), the 
A1200 version is no different to the 
original in any other way; and 
though I wouldn't say it's worth 
buying if you already have the stan- 
dard version, you really should get 
this if you are a new A12Q0 owner. 
Brilliant - especially is you have a 
mate to play the game with. 

OVERALL: 90% 







SOCCER KID 


A1200; Krisafis 
£29.99 


* 


Now that any hopes of a British 
footy team making it across the Big 
Pond have been well and truly 
dashed., it looks like it's all up to 
Krisaifis 1 latest platform hero to win 
us World Cup glory. How? By find- 
ing the five fragments of the World 
Cup trophy that have been scattered 
around the globe by an evil alien. 
Not very plausible, maybe, but a 
damn sight more believable than 
England scoring seven goals more 
than San Marino AND Poland beat- 
ing Holland ever was. 

What this entails is 
lots of scampering 
about on ledges^ col- 
lecting point-packed 
bonuses and dodging 
or bashing bad guys. All 
fairly standard, you'll no 
doubt agree. But Soccer Kid 
boasts several features that 
make it much more than "just 
another run-'n'-jump game'. 

For a start the Kid, being 
a whizz at footy r uses a foot- 
ball to mash the nasties. Via 
the joystick you can pull off a wide 
variety of fancy trkkshots all of 
which prove invaluable for seeing off 
meanies In one way or another. In 
addition you can even use the ball as 
a springboard! 

Now this sounds like it might all 
be horrendously difficult to control 
- after alt, platform games should 
flow smoothly, and the last thing 
you need in the middle of some 
tricky jumping is having to perform 
joystick manoeuvres akin to Street 
Fighter 2's special moves - but the 


truth is it plays like a dream. 

Then there's the bonus game. 
Along the Kid's travels there are 
cards to be collected, each bearing a 
footy player's face. If the Kid gets 
the fuli set of eleven he then enters 
a sub-game where the aim is to col- 
lect all the bonuses in the time avail- 
able. If he does so, he wins a cup 
piece. Although you can complete 
the game without finding all the 
cup pieces, you won't get to see 
the full end sequence if you don't. 
We rather liked this when it tame 
out on the A5G0/6G0 back in 
September in fact, we liked it so 
much we awarded it 93%, Now it's 
here on the A12QG and it's just as 
good (unsurprisingly), The 
enhancements lie mainly 
in the graphics, which are 
now are lot more colour- 
ful and have lost the 'pix- 
elly' look of the standard 
version - It looks rather spiffy, to be 
honest, as good If not better than 
ary console game around. It's also 
hard disk installable now and 
(apparently) loads faster, which is 
not to be sniffed at, 

Like The Chaos Engine, Soccer Kid 
on the A12DQ is not an essential 
purchase if you've got the original 
version, but if you're buying it for 
the first time then you're in for a 
treat here. 

OVERALL: 93% 










NIGEL MANSELL'S 
WORLD CHAMPIONSHIP 
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CD32; Gremlin 
<25.99 


I find it hard to take Nigel Mansell 
seriously after seeing the Nintendo 
adverts - I just keep remembering 
everyone with those huge 'tash and 
eyebrow sets (chortle). Anyway... 


Way back in the May issue (well 
before my time) we looked at the 
A 1200 update of NMWC, and here 
it is again wearing its CD32 coat. In 
the game, you take on computer- 
conf rolled drivers as you make your 
way across the world and compete 
on sixteen tracks (the original only 
had fourteen) with varyingi layouts 
and varying conditions [needless to 
say r it's always raining in Britain). 

You can choose to dive straight 
into the championship, compete in 
individual races or make use of the 
'Improve With Man sell' option, 
where a digitised Nige (we're mates) 
takes you round the track of your 



choice and offers you such incredi- 
ble tips as "Stay On the track " and 
'"Don't hit things" - well, I suppose 
when you've got as much money as 
Mansell, you can say what you 
bloody well like really. 

The graphics are straight from the 
A 1200 enhanced version, but the 
game now features eight CD qualify 
soundtracks to choose from, a save 


facility (making clever use of an 
internal chip}, and much reduced 
loading times all round. The game 
also runs much faster overall and is 
given a more dramatic feel thanks 
to the pumpin' sounds (my man), 
but in honesty remains much the 
same as the A1200 offering. 

OVERALL: 81% 




ARABIAN NIGHTS 
Buzz £14,99 








COMING SOON TO A CD32 
NEAR YOU! 

With CD32 sales getting better and better, tons 
of old games are now being made available. 
Though these games haven't been enhanced for 
their CD release, I thought you might like to 
know about them anyway! 




Arabian Nights is essentially a platform game, 
but also includes a healthy amount of object 
collecting and Dizzy-i§h problem solving. You 
play the part of a sword-waggling lad, who has 
to escape from the evil Vizier's dungeons and 
rescue the beautiful princess Leila, You do this 
by interacting with the many computer char- 
acters - generally swapping objects for favours 
(oo-er!) - while avoiding a number of bad guys 
and negotiating platform challenges. This prod- 
uct is identical to the original version, but well 
worth having if you're a new CD32 owner. 


JOHN BARNES EUROPEAN 

FOOTBALL 

Buzz £14.89 

Pull on your boots and compete against teams 
from eight nations to become Champions of 
Europe, Play in one-off matches, or work your 
way through the cup tables as you take control 
of either John or the entire team in a side-on 
viewed game. A healthy batch of options allow 
you* to manipulate the weather (blasphemy!), 
set pieces, game length, etc, as well as how you 
control your player. The CD version of JBEF has 
actually been enhanced with some extra sound 
effects and music, and is available now. 












SNES MARIO ALL 
STARS PACK 
& 1 NINTENDO JOYPAD 
FREE S N PROPAD 
only 99.99 

Otter vatld until Jf .12,93 


GAPE BOY DEALS 

ALL GENUINE UK VERSIONS 



GAMEBQV + MO EXTRAS 

Ffl£E KOm GB HOLS TER J 9 , 9 9 

GAMEBOV WITH TETRIS 
+ BATTERIES 

FREEKONtX GB HOl$TER 

GAMEBOY PINBALL 
DREAMS PACK 


MEGADRIVE & 
MEGA CD DEALS 


ALL GENUINE UK VERSIONS 



MEGADRIVE 2 + ALADDIN 

ft TWO SEGA J0YPAD3 ...f 1 2.99 

MEGADRIVE 2 + SONIC 2 

ft TWO SEGA JGYPADS ...1 2.99 


MEGA CD 2 UNIT FOR 
MEGADRIVE +■ 7 GAMES 

SOL FE ACE. COBRA COMMAND* 
SEGA CLASSIC S(CQLUMMS, 
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STREETS OF RAGE, GOLDEN 
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CONNECTS TO MEGADRIVE 1 
"OR 2TO PLAY ALL MEGA CD 
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MEGA CD 1 UNIT FOR 
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SOL PEACE. COBRA COMMAND, 
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238.39 
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■56.** 


FREE xom GB HOLS TER 57, 9 9 


ADD AMS FAMILY 2- 
PlADBLEY'B SCAVENGER HUNT 
ADVENTURE ISLAND 2 * . 

ALFRED CHICKEN .. .. . 

ASTER-lK 

ASTEttOIDf ..... 

BART YS JUOCLHN AIJ I y 
BATMAN ■ TT+E ANIMATED SCRlti 
BILL AF® TED S 
EXCELLENT ADVENTUHE 
Ca&TlE QUEST* 

CHUUK RDC« .. . 

Cl. If * MADDER r . 

DR. MARN3 , .. 

DRACULA 

EMPIRE STRIKES BACK 
FI 5 STRIKE EADLE ...... 

FLinTSTQNEH 

FOPWUlA 1 RACfc 

^WITH FOUR PLATER ADAPTORj .. 

FHANKY, JOE AND DIRK 

□n ItaE Til EB * 

UtAH wDRkS 

GOAL - 

GOLF 

JACK NICKLAU5 GOLF 
JURASSIC PARK ....... 

KIRBY'S DREAMLAND 
KRUSTYS FUN HOUSE 
I AMIlOrrC-HlHl -• 

last action NERO ... 

LAWNMOWf R MAN ... 

LEMMINGS 

LETHAL WEAPON 

MDHTAL KOMPAT ,, . 

munamnaqali bOainq - 
NIGEL MANSELL'Sp 
WORLD CHAMPIDNSNIp 

PANG * 

PwERRE LE OMEF OUT TD LUNCH < 
RTvllhtl l DREAMS 

HI N ANI.< $ t UPY 

HOAD RASH 

SENSIBLE SOCCER - 

STAR THEK 

STAR WARS......... 

super jaues fond . 

Super mar i;'i land . 

SUPER MAftlO LAN* a 
SUFEH HC FRO-AM . , 

TENNIS 

TERMINATOR 2 . 

IP!j,!*HJlF. ....... 

THE S44FBONS - 
ITCHY AND SORATCHT 1 
TINY TOON ADVENTUR-ES ■ 
MONTANA S MOVIE MADNESS 

TTTAH THE FOK ■ 

TOM Aft L JERRY - 2... 

TOTAL CARNAC1E - 

TROLLS* 

TURRICAN 

MTKFYG CHILD- ...... 

WWF KJF4G OF TIME RIND - 
ZELDA LINK S AWAKENING 
ZEN ■ INTE-RGA -ACTIC NINJA 
TOOL - 


..2343 
.KM 
..±3.33 
..22.33 
J -III 
.. 1 j MM 

..ar.m 


..1743 
..23.33 
..23. as 
..23.36 

..3fl4a 

MM 

..2143 

..2343 

..2143 

.2343 

..21 .33 
..23.61 
..21.36 
,.H43 
..21.46 
.21.36 
..2343 
..13.46 
.. 21 .66 
..33.66 
-33.46 

■ MM 
,M.6R 

23 HH 

■Mm 

,12M 

..23.33 

..2S.33 

..2*1 .aa 

.22.36 
-W.43 
Kl HH 

.MM 
..2243 
..2243 
..2343 
-«46 
. Jl 63 
.1343 
.. 1J.33 
,-17.66 

■ ».66 

..11.33 

..21.33 

..13.a3 

..23.66 
..35.66 
,.14.46 
. Jl 66 
23.66 
..22.43 
..2243 
..31.33 


COMMODORE AMIGA 
CD-32 CONSOLE 



WITH OSCAR & DIGGERS GAM£, 
ll HUTTON iJQVFAijp PLAY^ AUD Cl 
CP'S AND QD+G DISCS. I-ULL MOTION 

'/ILL O ADAPTOR available. 

285.99 

CD 32 GAMES 

ALFRED CMC KEN .... ZD 46 

ALIEN BRttP (SOCIAL EDITION) -...,-.11,43 

ARABIAN NIGHTS ijADA) 

BURNING RUBBER J* 

CASTLES Z M46 

Dlt* I N< R aTiON .M 43 

QONK I5S5 

F17 CHALLENGE * ...,1 J 43 

JOHN BLWit ■ .. 11** 

jURAftJ^PAHK .J3SM 

K243 |NAGA| 1Ui 

UTTLE DEVIL 21 W 

LCRD Of THE Midis — »4* 

LOTUS TRILOGY ILOTUS 1 . 2. 3|< ........ .Z4 M 

MICROCOU l— — — 

OVfRKILL *■ 4.UNER-C -■ , — 20.4* 

PINBALL FANTASIES . 20 fB 

PROJECT S» .....1? 46 

OijaK- -.12:4* 

ROBDCOD ZD 36 

RYDI H CUP Jl .« 

SENSIBLE B DOZER + I 7 SB 

SLEEPWALKER -Jl M 

T F3E .14** 

ZOOi. Z1 » 

ZOD4.2 - H « 


MEGADRiVE 2 + 

SIX GAMES A TWO SEGA 
JOVPADSk REVENGE of 
SHiNOBl, STREETS OF RACE, 
SUPER MONACO GRAND PR!X. 
GOLOEN AXE. SUPER 
THUMPER BLADE, 

ALIEN STORM. . . . .! 29.99 

MEGADRIVE 1 + 

FOUR GAMES 5 TWO SEGA 

JOY PADS. SONIC THE 
HgpGEHOG. flEVENGiE OF 
SHINOfil, STREETS OF RAGE 
AND OOLD^N AXE ..J29 99 


HLnUUin ii in in in ii n iiriirii i -iifii ,,, i“ ,, ! , " ,,, fT , ® a 

ALIEN I S643 

ASTERUS ■ THE GREAT ISECUE .. 33 66 

BILL WALSH COLLEGE (USj FOOHALL 

ica mn rlayen qamfi - js.s* 

BLADES OF VENGEANCE ■ 35.63 

BUBSY BOBCAT JAM 

CHUCK ROCK 3- SON OF CHMC*..- 1S.66 

CLIFFNANQER M.33 

COOL SPOT JMI 

CC5MIC SRaCIhEAD- SL66 

DESERT STRIKE 34T43 

DRACULA..... tt.H 

MA SAflRTf 9PCCEJI 

|EA FOUR PLAYER GAME'i .,34 «6 

ICCO IOOLRmmi M.43 

EURO CLUB- SOCCER *1.66 

P I E STRIKE eACLE 3 . M.qy 

FANTASTC oerv 1143 

FLASHBACK ....,34.63 

FUNTSTONES $lM 

FOfcUtiLAUNf NftClNC - M.33 

GENERAL CHAOS 

|EA FOUR PA YEP GAllQ .....JLII 

6«OULS N QHfrSTS 17.63 

CQPS- 

GOLDEN AXE UM 

HOOK . - 3£ 66 

INHRNA J4I4ES5 - 3-KM 

JAMES POND 3 34.33 

JOHN MADDEN *31.. . . .. H 63 

JOHN MADDEN *4,... .. .. M 66 

jOhn madden and eaice hockey ..si.4b 

JUNGLE STRIKE 30.33 

JURASSIC PARK .. .. .. .. -3#-66 

LAST ACThON hEHQ ro.Bfl 

LEMUlNGS 1T.M 

LOTUS TURBO CHAJLLEWiE „ 36 UH 

HW GAMES 1 

(WQRLD CUP* ITALIA ». COLUMNS, 

SUPER HAND ON| ..1^66 

M«KiY AND DO«AlD - 

WORLD OF ILLUSION ' 5 63 

MICRO MACHINES . . -MM 

MH+ M FiCmTEFi PILOT 3B.39 

PORTAL WOMBAT ......4943 

NHL HOCKIV '3* 

|EA FOUR PLAYER GAME l .3543 

NHL PA ICE HOCKEY 33 ..ITJH 

FELL- 66.66 

►SASetFl - 3043 

POPULOUS 2 35 63 

PUGGS? .. -».W 

ROAO RASH 2 .. 15.66 

ROflOCDP VS TERMINATOR 1543 

ROClCET KNIGHT ADVEH’JTURES 3346 

SENNA SUPER MG#UCO 3*46 

SENSIBLE 9GQCER .- - JC.33 

3HM4DBI 3 . 35 66 

S DNI D 2 — ... ...I.. 1 3-66 

SONIC SPNBAll - 13.39 

SPSEDBALL 2 14.63 

STREETFH5HT-ER 2 ■ 

CHAMPIONSHIP f DITIDfe,, — ...47,93 

STREETS OF RAGE lM6 

STREETS OF RAGt Z 7 . . M.4A 

STRIPER ^17,33 

SUPER KICK OFF , 3*63 

SUPER OTP ROAC-AACEfi -..,....1*93 

SWORD OF VERNHLLIQHP ,.,27 46 

TAZMAMiA «... ..... .... 14 u6 

TtENACF MUTANT HERD TURTLE9 - 

TOURNAMENT FIGHTERS 41 63 

TE5TDRIVE 2 ... .. .21 4* 

fHUHp€RT0RCE4 fSM 

TOE JAM AND EARL .. 1*63 

virtual pinball- - 

Wl? N LIT »» 

WRESTLE WAR 114* 

WWF ROYAL RUMBLi 4i*6 

WWF WRESTLEMANlA EO 93 

ZOMBIES JZ 66 

TOOL 46 


Wf arty nupfity j|i ':idl LHK 
liMIrr.* lupplHis. at >1 luud' iy b'ands. -V“ 
sen games and [WKiphfira s ,v a: arraE ng 
urm kw MegsU'ive. 5y6l6n. 

Gant: Gear. Super NES. GSP^etOv NES. 
Lynx Arntga, Alan ST PC, CO ROM SDU 
Appla Mac. 


MECA CD GAMES 

BATMAN RETURNS » *9 

■EAST 2- _Bl» 

BLACK HOLE ASSAULT ,2* 66 

CHUCK ROCK 2: SON OP CtfUCAi MM 

□RACULJk. - » 49 

DUNE .. J*44 

EEC D THE DDLPHPI *4* 

FINAL«0HT JHL4* 

HOOK If 46 

JAGUAR JtJZZO SE 46 

LETHAL iNFORCEBS 

■IWITH LiGhT GUN l *5 86 

MICROCOSM ■ . , .. ».*a 

MUIC VIDEO : INTI - 35.93 

MU5+C VIDEO . KRISS KROBS M 46 

NIB HY TRAP CJt&fi? 

RATED Ii YEARS OR OVER 33 43 

Pft*#CE OF PERSIA ..JMI 

Fl-BGSVh .. .. ., .. .. .. .. i p 6 ! l 

RDAOAYtHfiER 

H Wilt SHARK - — M.9S 

9HERUD0K HOLMES 2 .....-,,.3646 

SlPhEED 

EONIC CD - H-46 

TLHMWATOR 33.43 

THIJNDERHAWK ...MM 

WOLF CHILD -24. W 


GAME GEAR DEALS 

ALL GENUINE UK VERSIONS 



GAME GEAR WITH 
COLUMNS 

(NO MAINS- ADAPTOR- ...l 9 ■ 

GAME GEAR + FOUR 
GAMES (no wains 

A&A^TOR). CHAMPIONSHIP 
TENNIS, PENALTY KICK. 
COLUMNS FLASH AND FAN 
AMERICAN ROAD RALLY GAMES 
ON ONE CARTRIDGE 89.9! 

MAINS ADAPTOR FOR GAME 
GEAR (RECOMMENDED AS 
BATTERIES DO NOT 
LAST LONG} ? 99 

P.DDAM5- FAUMlY' - 25-66 

■C.J.- ELEPHANT ^iHSlTlVi 394S 

CHUCK ROCK 4 SphOFCHiKiC 2S.43 

COOL 3POT 24 46 

DDGMID 5PAGEHEAD - .,2VM 

DE SERT STRIKE J*4i 

IllhJi; BASHERS- 21.63 

DOUBLE OflAGDN .. B *4 

DRACULA MM 

kcco the do njnm .r... .2*43 

FANTASTIC WZZY ., JJ 46 

FORMULA ONE RACING .... ,,23.46 

GLOBAL GLADIATORS (MlO t MAC) .. M43 

HOOK ZJ 6* 

JAMES BONGOS? . B46 

JUNG4J*&SK — 14 4* 

JURASSIC PARK -3* 4!? 

LEADER PQARF, ,^,-..-,..26 43 

MICRO MACHINES- - 1366 

MORTAL KDMBAT. ........JMI 

PGA TOUR COLF .24 4* 

PRINCE OF PERSIA ±34* 

ROAD RUNNER (W^t £,CCY0TC|l ,-.,.2S4* 

ROS&COO , .. _... .23 4* 

HOBDCOP 3 + Zi4* 

ROBOCOP Vi TERMINATOR - »...24.4* 

ytrvUA SUPER UONACO Z3 J3 

SENSIBLE SOCCER 

SONIC 2 , .21.** 

SONIC CHA03 -,..24 46 

SONIC THE HEDGEHOG ......... ,.H** 

STAH WARS 24 4* 

STfit 1 n OF ft AO F » 4* 

STREETS OF RAGE 2 ,..2* 49 

SUPEH MONACO GP r.154# 

SUPEH 5FAC6 INVADEftS 23 4* 

TfiiMCNlA ... .23.4* 

TOM AND JERRY ZC 49 

WWT STEEL CAGE CHAL4Sr*0E 25 ** 


HUNDREDS OF SEGA AMD MiMTEHDO 
ACCESSORIES IN STOCK PLEASE CALL 
FOR A CATALOGUE ON 

0279 600204 



EjZtiCtid itsi&UiS CO* Jtuoe C&H ^(5 if? 


READ NRG Regular Club Magasine 
7 CHOOSE from our Huge Selection 
w BUY at Best Possible Prices 
i SAVE with our Special Deals 
* SAVE more with our XS Coupons 

WIN up to £60,000 worth of prises FREE 
JOIN now from just £4.00 

We only supply but you can order as you join 

Th^re'-s no obligation to buy and you can be a^y age. 
Just sand in the form below or phone Sales on 0279 6GD204 

As a msmbeT o! Spftdfll Ftasarva yourll racaivs regular issuBS Ol 
NRG magazire. NRG is uur 40 colour club magazma sent bi- 
monthly only to Special Reserve numbers NRG comains 

1. The beat selection of games, perlpbsrgls flnd rtardware tor all 
popular *c. itbIs We ere oflicial Sega Nintendo and Sony stockists 
S. Reviews in cobur and latflil intonriftlion on new prockjcls 

3 Ghanfe ar>d Rele^-S^ Schedule, to help you choose and plan 

4 The best prices. Jusl c^e purchase will S 4 vs you VUUr tee 

S. Hundreds ^ Special Ohers Top games al prices you won'l baiiBYa 

6 a® S^ 4 P^r Savers. Mope-y-cfl coupons worth ovf* E 1 W a yesr 

7 BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 

ol NRG, exclufiiv* to fra* to enter! 

Ihdtf why ever 200,000 people have Special 

Reserve, the hlgf*! t gamti dub In the Werldf 

0279 600204 

OPE hi 10am til Spin Seven Days a Week! 

Ordor.'COhliiTriaikift'FlecepI 8*n1 1 orUfii 

You can also Fax your order to us on: 0279 726842 

Wf puli iiltCu hil£ on OU' l^ar-SilK jn r >v^i (in C dll ^lV I4»ig4 
IrwIMt^Y s«-np ypriHM i«MC iiUy ^ yK bt Jh’JlMCl# F'-K« W8! V f^6 WJSb* % 

ch#:k c,- Mi^’P QfTlP «u‘ lrt ^ # ““7 ** en «u«sl Al &-y ^ 

i»i,l K- flWMltr WP T«*fVfi Ihfl n[fj Kj v,*nui/! fittOf •*! lx.JT> E l D.E 




CHELMSFORD SHOP 
43. Broomlield Rc!id P 
Ctielmslord. Esbot 


$A WBPIDGEWOHTH shop 
2 South @I«N. The Mailings 
Sawbndgffworth. Herts 


CLU0 SHOPS OPEN l Cori Ul V 11 SEVEN DAYS A WEEK. 

fttgiktrtCtM hni-UuuiM LhI ssmtSsn CWJ- ^I»0 

All ■'ICUde VATand-WrnBgfl Id LTK mnirland Strebusu ol rijiiv, |,y 

dv»ismi HjrrihiraUfl Wfl fcjppty h^nd^pip? only Id UK mainland addresMS. 


MEnl&EHSIHIP- FEES 6 MONTHS. 

nuu 

MlMlltSHIP 

UK MIMBIKS 4.00 

OVEKUliS EC MIMlURS 1 00 

0YECSLAS W0RLC MWm TOC* 


OHl TIA1 T»0 TIUS 
ANNUAL WITH Fill 
MCJUII5HIF HARO IMOil 

7.00 14*00 


9-00 

r.ro 


Li. 00 

non 


■W£ ONLY SUPPLY ME WBF R5 BUT YOU -DAN OflDE R AS YOU JOiN 

there ape no su^chabgfs qn telffhonedopoers.iuki 

J IPLEABE FHIHT IN BLOOCCAPrTALg) gp.|y 

| NartiB 

I 


Addresa 


PojlCQde 


Phone 


Item 


Mashirie. 


I 
I 
I 

I Enter rnemoership number (if applicable) or 

t ieW MEMBERSHIP FEE t A NNUAL UK 7M 

t 

I 

l! 

I 

l Item 

p 


! item 


item 


I 

I ALL PfilCES INCLUDE UK POSTAGE ft VAT 


l! 

Cato 

I'ftKp^y 0n\e. 


Cl^du&'P OJ'AeMflrtteelercard/SwitetuV'isa (BwflCfi ISSufl No, 


Signature 


Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847 f HARLOW, CM21 9 PH 

Overseas Order* Surcharge (EC or Worid): Software orders 
please add £2,00 par item.. NDii-soliware Items please add 
2£^h. Hardware ItomB Au-ppMud to UK mslnlsnd only. 

G verses s orders must be paid by erttid FArd, 







KAUC 




(a) Removing your spine. 

(b) Removing your wisdom teeth. 

(c) Removing a small piece of fluff from your 

belly button. 


(a) Applause 

(b) Shout of power 

(c) Excuse me. Is that your car parked outside 

my house? 










T- 


(a) He's sad and lonely. 

(b) He's blind and lonely. 

(c) He has an infrared implant and believes the lamp 

to be Cindy Crawford at night. And is lonely. 


(a) Matt (orange belt) 
jb) David (large belt] 

(c) Simon (fuzzy felt) 

(d) Jenny (super svelte) 

359000 


WHAT'S IT ALL ABOUT? 

Y<Hl've waited haven’t you? MORTAL KQMBATl 
You've seen the adverts on TV haven't you? 
MORTAL KQMBATl You J ve wondered why lots of 
people are running around the streets shouting 
MORTAL KOMBAT! Welt, now you know (or at 
least you will know once you've read our four- 
page review of it.) 

Yes, if there's one thing we all really enjoy, it's 
pointless violence and large amounts of blood 
and phlegm * and when David isn't enjoying a 
nose bleed, there’s always Mortal Kombat to pro- 
vide the jollies. 

If you J re looking for an educational package 
that covers, In depth, the subject of making 
friends and male bonding, there’s nothing better 
than a few rounds Of old MK. 

But one thing's missing,,. 

You might have an Amiga, You might have 
games to play on it. Out look at yourself. Yes, 
YOU'RE NAKED! 


WHAT CAN I DO ABOUT 
THIS DREADFUL STATE OF 
AFFAIRS? 

Don't despair, because thanks to our best mates 
at Virgin we're able to offer you this stunning 
chance to win not only a copy of the much 
awaited game but also a stonkingly trendy T- 
shirt as modelled by the dazzling Matt (Mr Sains- 
bury's Assorted Biscuits 1987) elsewhere on the 
page, All you have to do is take a look at the 
screen shots on the page and answer some sim- 
ple questions based [very loosely 1 might add) on 
the Mortal Kombat characters that you see. 

Think you know the answers? Well plop 'em 
on a postcard or the back of an envelope., and 
mail it to; The Obvious Ego Trip Compo, THE 
ONE, Priory Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3AU, to arrive no later than 2Bth 
March 1 994, OK and try to make your writing 
vaguely legible, Tat 


ZJ 


ii 


* 


3LI^LI 
Zlu a 




" * 


A copy Of MORTAL KOMBAT 
PLUSt A T-Shirt to wear 

while you play itf 
Courtesy of Virgin 
and your super-sizzling The One? 











No bade? unlrob Hh deslimy of His new world, ytf r Car you? Unite each 
terril&rf If ward or by sword ur face biller deleal al the han d i ol ttic orher 
PowerMcngers. Vhj can; 

forge an all id nee, spy or your trcnicr. bribe live weak and send pur 
IrQops in to aliackl 

■' K Eillirre action. ' Up to 3 com pole r opp&nercis. ’ Billions of worlds! 


Fit si rate, asbimhimj... sels a stardard ol -eaeLalkHce.’" Pt fOBNAT 


O 1 90 S PviMSwriTlKUnja Lid 

mrrinr mnsn ! r ir htanlrcnc ftrls LLd 


"Knocks your sodt ofL y au ie n evef seen 30 os good M Nib. Tie 3D twist 
works atromely well aid arguably nahes Robocop 3 the hcil lilm license 
fet/'ACE 


This it defhilel y m of He besl film licenses ever." GAM E5 H 


fiolocop 3 brings you a fail 3D pulygen Ihealn ol adton lea luring. .. 
AUFYWAY SHMT 4 UIS, CAR CHASE, ARM TO AIM COMBAT wirh ROBOT 
NINJAS and rr u t h. much more. 


TW &C I Ml Qndrf P«hjl» CWflOiMi*! 
Ail ftgnia r^gfr-v#** 


super sms 

RETIIBM 


Am id nlh 44 Ironr Fine drOtefl. rout 
mission is la devastate He enemy's 
land, sea and air lotcts whilsl 
p-rolecting your on. But your enemy 
is jnpredic Idi le and comlanlly on the 
moit, repairing and replenish -nq his 
forces and carefully planning his Hti 
attack. 

Birds ol Prey is a unique simuielion q 1 
modem warfare., You will n*l only 
espericncE every aspect of modern air 
cam hal hut you'll also discover 'he 
pure power of -10 fighting aircraft. 


Once again. He WWF A Superstars k I III 

unite 1 st Ike Grand European 
Rampagt' Tojr. Im your Idvouritei.. _ ^ L 
Hoik Hogan ,* 1 UMimile Warrior II ^JI 
and many more as iey lifitl across ul . J t 
Europe ro square df in the ring against \ 

tag learns ike He Halmd Disasters' J 
and the Nasty Boys? / 

Wjtleh teem in the squared circle, 

Fallow them to Hie Grind Final* Maldi 

al Madison Square Darden in iew 

York (ily. Tesl your strength and skill 

Work win your lew-male In achieve 

the uHimale goal - the European 2 CAS 

Rampage ‘ Tag learn Title I 

HilfntiHia Wrrt tan « ham K 

HU-fT* rif^v h * W^cwrng, *cn rcr. 

IHUHl «iH 4 (U IMlA H 


Year* m le was banished from |h# 
world. Now ike dan lord! fsloroth is 
hack with a legiefi ol hell's tmhaltest 
Hands. Their mission ■ blood revenge! 
Your brave hand oust recover He test 
rilia ihal aBoie tin sail Eslorolh and 
hi$ infernal terrors ie Ht Black (rypl. 

But hi warned^ fou're never ml 

i*th derer kilters 

' Unique monsters ambush, row. hurl 
and hide. 

" IZ dunpwns, ZD bids including 
spatial piderwiter Inal. 

’ Over 3D telly animated i of Its and 
eftecte. 

' Digitised sound efteclr and musical 
score. 

£ EMctwt UH Jin-jn iesa - .« 

ftwtort uf.W !;rw rnfi ivwnn Ail* 


as you late slumping skeletons keying 
(rags to Mck pi, Facrgriupim Hying 
fiends and much, Much more. You 
mtsl rescue the monks,,. Hut beware,, 
they are Qjarced by a most eril 
troafurt f - jgirtablil 
' IZ teyeA B landscapes £ ISO 
mm 

9 A mullitudt of devious enemies lo 
deshnor. 

Power up wii axes, fireballs, chains 
and much more. 

Iveiylhing you could possibly want 
from am arcade adventure. ' ZERO 


Isnilk Ihqh 9 simulation 


f l'BJ iftrn ScPmifc 
Stff* Im in* WWi I H! 
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THE BEST GOD GAME JUST GOT BETTER 11 


Exactly how many awards will it take before 
you own a copy of Sid Meier's Civilization? 


WaM \ Gk 

Hfiyi 

' WL K 





SEPT 
1 993 


Winner! 

Best Consumer 
Product 1991 





Best Strategy 
Program 1991 



Build An En ipire To Stand The i est Of 1 ime 



OCT 


1 993 





Winner! 

Best Entertainment 
Program 1991 


Winner! 

Most Original 
Gamel991 


NEW AGA VERSION AVAILABLE NOW 
FROM ALL AMIGA STOCKISTS 

Published by Software Demon 
UPGRADES AVAILABLE 

For trade enquiries contact Kompart (UK) Ltd on: 



0727 868 005 



VISA 




Sid Molff'f If # rfg!ii«r#d lrucIpiTHirk or MifroprrtSw> Ltd- Civilisation If published under licence lo Software Demon by MicroPros* Ltd 





Y ou can loll Chrimbo 

is coming - just look 
at the quality of the 
budget titles we've 
got this month.. And 
just when you thought the hype 
had dies. Street Fighter 2 returns 
at bargain basement price to start 






it up all over again! 


COMBAT CLASSICS 2 


Empire t 2 '2 1 : 

E mpire seem to have an eye for good compilations, and | 
for the casual sim fan this is well worth a gander. Lift- I 
ing off with MicroPmse's brilliant FIB Stealth Fighter l 
we're in familiar flight sim land, with toads of typically accu- ; 
rate flap waggling from Microprase as we take to the skies » 
in the hush -hush Stealth plane. As with most Microprose ; 
sims, there are pknty of missions and the assorted polygon J 
landscapes are updated at a fair old pace, creating a believ- ; 
able atmosphere and ensuring the many dogf iqhting and l 
strafing scenes roll along at a decent enough speed- ; 

The weakest of th# three trundles out next in the shape l 
of Empire's own Pacific Islands, The follow-up to Team Van- ; 
kee r Pacific offers more of the same tank- based actio n r as * 

‘ft 

a convoy of tanks are at your disposal in a number of mis- ; 
sions. There are a few nice ideas but the action is far too ■ 
slow-moving, and the chunky graphics often confuse. With ; 
the exception of the linked miss ion s, there's very little to l 
discern between this and its predecessor. j 

Finally, we come to another MicroPros^ sim in the form * 
of Silent Service II, which you'll find reviewed elsewhere ; 
in this section. * 

So there you have it, two out of three ain't bad, and ; 
Pacific Islands is by no means a complete stinker. Ordinar- - 
inly, the games featured in this compilation would cost in ; 
excess of £10G, so this represents great value for money - ■ 
something the old parent always seem to fall far. [MB] ; 
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STREET FIGHTER II 


KIXX XL £ 14.99 

this may indeed feature chun-LJ, Ren and E Honda, but by golly, this is not Street 
Fighter IL I suppose we were all hoping for the impossible, but whilst Creative Materi- 
als' conversion of the classic tape urn coin-op may indeed resemble the arcade game, 
in terms of gameplay it is as far removed as Space Invaders is from Mamed's Gala xi an 3 machine. 

for those of you who have been holidaying on the moan ar something, SF2 is THE arcade 
phenomenon of recent years. Eight warriors have come together to knock seven shades out 
of each other so they get a chance to take on three larger bosses and the arch bad guy, M. 
Bison. Using a variety of punches 
and kicks, each fight takes place 
over three rounds, with the win- 
ner being the first to whittle away 
their opponents- energy. 

And then there's the special 
moves- These are what separated 
SF2 from the rest of the pack and 
what also sparked off a series of 
clones. Using complex combina- 
tions of joystick manipulation and 
the coin-up's six buttons, extra 
devastating punches and kicks 
can be pulled off - and very smart 
they were, too. 

Well, Amiga SF2 also has these, 
but unlike in the arcade game 
(and indeed the Super NES and 
Megadrive versions) the action is 
far from instinctive. The special 
moves have to be selected before 
the bout starts and the six but- 
tons of the coin-op are barely 
replaced by the one of most joy- 
sticks. And it's slow, too. Very 
slow. Basically, there was no way 
- despite most people's hopes - 
that this was ever going to be a 
contender. This may look like the 
coin-op, but that's where the 
resemblance ends. Put the cash 
towards Mortal Kombaf. [MB] 
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ANOTHER WORLD 

KIXX £ 14.99 

D elphine's pre- 
decessor tg 

Flashback, 

Another World stars 
one Lester Chaykin 
who, during a routine 
experiment opens a 
loop hole in time and is whisked into an odd dimension 
inhabited by a race of simian-like creatures - a genuine Plan- 
et Of The Apes if you wilL Waking up with the headache to 
end all headaches, Lester is left to pick his way through the 
strange world, avoiding the ape- like guards out to blast him. 
Thus starts a rather smart thirty-three stage arcade/advem 
tore which shows off E)eplhine's stunning graphical prowess 
to the full. Starting off being chased by a large black crea- 
ture, Lester eventually makes it to a cavern system, before 
teaming up with a friendly local and heading for the only 
known escape route. That may not sound very exciting r but 
such is the presentation and realistic control over Chaykin 
that the game soon draws you into its atmospheric world. 

Qelphine are the masters of cinematic inserts. Between 
each level the scene is set via a series of cutaway shots. For 
instance, when Chaykin wakes up after being stunned and 
locked in a cage, you are shown a dose-up of his eyes as 
they dilate and try to focus on whafs going on! If there's 
one area the game does stumble a !ittle r though, it's in terms 
of speed and initial confusion over the controls. Lester can 
be made to run, walk r sidle along, jump great distances or 
even bunny hop - and later on in the game he also collects 
a gun which acts as both a shield and a weapon. Granted, 
these are excellent Ideas, but with the gun sections in par- 
ticular* activating the shield whilst letting off shots proves 
extremely difficult ■ and getting hit means it's. 'Game Over 
Still, t h i s is a rcade/ad venturing at its best and most involv- 
ing, Ignore its short- comings and you're on to a real win- 
ner - an excellent re-release. [MB] 



* 

* 


ASHES OF EMPIRE 


■ Actio 


■ H mm ike Singleton's first epic NOT to appear under the MkroFrose banner came courtesy of 
; |m#l Mirage and now it's back again courtesy of Digital Integration s cheapie label. Billed 
I I IF I as a ''complex fusion of adventure and strategy"'. Ashes Of Empire is a huge strategy 
! affair, with the player out to placate a couple of dictators whose constant bickering and hos- 
; tile actions threaten the world. 
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As the leader of a global 
peace-keeping squad, you've 
got to use every option avail- 
able to keep people happy. 

Thus, what follows is a com- 
plex mixture of espionage, 
keeping the starving fed 
where necessary, and - ooh-la- 
la! - even a bit of Seduction 
where necessary, 

Mike Singleton's Midwinter 
games were a success because 
they blended a strategy theme 
with arcade action. Ashes 
leans more towards the strat- 
egy side of things and is con- 
siderably more complex, but not quite so enjoyable. The game opens with a map of the area 
you've been left to unite, with key areas in peril highlighted. On making your way to one pf 
these, a Mid winter- esque JD section opens as you head there, before giving way to a series of 
flick-screens as you scour each town for new recruits to your peace corps- 

Then'S So much in Ashes Of Empire, it's hard not to be impressed toy its size and content. But 
in creating such a monster strategy affair, the programmers have neglected to make the game 
fun. 1 don't expect a game of this type to a barrel of laughs, but after a while it becomes a chore 
and moving from town to town all gets a little dull. Strategy fans could do a lot worse than 

this, but I think 111 be sticking to Midwinter. [MB] 
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H ow many times have you stood on a freezing cold 
station waiting for a train only for it to be can- 
celled? Loads, I expect - after all, not a day goes 
past without some mess up or other delaying us from 
getting to work or home. Leaves on the track, wrong kind 
of snow, dozy station workers who basically couldn't give 
a monkeys about the poor sods who pay twenty-odd quid 

a week to travel ten miles ■ the excuses are endless. Still, think you cam do better? 'Course 
you do - and here J s your chance. 

Sid Meier's classic rail-building game makes a welcome return, and proves every bit as 
compelling as it was first time round. Set in the early 1800 s, Railroad Tycoon gives the play- 
er the chance to out- B Ft BR by creating a flawless transport system. Everything from lay- 
ing the track and building the assorted stations and signal boxes falls down to you - as 
does balancing the books and other such important features. In addition, accidents are 
also your responsibility, so it's important you keep your many trains in perfect order and 
ensure the tracks are always in a decent state before the insurance claims roll in. 

Railroad Tycoon is quite simply a dream to play. It's easy to control thanks to a simple 
menu system, and the variety it offers is second to none - it could be described as "Popu- 
lous with wheels "' l Graphically, it's no great shakes, but the gameplay is where it's at 
and it's there in stacks. It's extremely hard building up a decent company, and mine always 
seem to collapse just as they start to do well for themselves. Even so, this is the most fun 
you'll have playing trains outside of Hornby models. [SB 


RAILROAD TYCOON 


SILENT SERVICE II 


M 

: Acti on 16 £ 1 6,99 

* 

* m t's time to dive, dive, dive, as MicroProse's sequel to one 

* I of their earliest sims returns for another battle. Originally 

I released for the CS4 and Atari 800 systems, Silent Service 

* put the player in charge of a sub in the middle of some name- 

* less war in a series of simplistic miss ions. For this sequel, once 
; -again the whole world seems to be at war - but this time 
: things are a little more complex on the control front. 

Everything from navigation to weaponry is at your dispos- 
l al, and single key presses are used to initiate the sub's many 
l features- However, although it is considerably enhanced over 
I the 8- bit versions, Silent Service II is still far from a complex 
l sim, and nor is it gripping stuff. The game plods along at an 
■ extremely sedate pace and, whilst it is a well -designed sim 
; and well up to the standard of past MicroPros* games in terms 
| qf content and progressive missions, it r s all a little too slow- 
: moving for my liking. Granted, this may be a reflection of life 
» at sea, but the battles suon get a little dull as the same graph - 
; ics are used over and over again- 

* ir& a real mixed bag in the graphics department, too. The 

* in-sub graphics are fine, with some really nice use of shading 

* and some more than adequate detail. But the map screens are 
+ bland to say the least and the battle scenes are a massively 
; missed opportunity. In fact, your prey are shown as tiny ships 
I on the horizon with the odd flash as they get hit - as seen in 
l Computer Battleships all those years ago. Even at seventeen 
l quid this isn't particularly recommended. It's by no means 
; awful, but only really worth persevering with if you get it as 
l part of Empire's war game compilation. 
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surplus stock sell-off! !!! top selling gomes 


FROM ONLY £ 1 EACH 
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AMSTRAD 


just send one first doss stamp telling es what computer you have and 
well send you a full list of available software at prices you won't believe to: 



Surplus Software Sell Off, Dept 93 6 Mercury House, Cdleva Pork, Aldermaston, Berks. RG7 4QW 

THIS IS NOT PD OR SHAREWARE SOFTWARE, ALL GAMES ARE SHOP SURPLUS 
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AMI VISION ....PAGE.97 GAMETEK PAGE. ! 8 &1 9 RENEGADE .PAGE. 1 2 

CODEMASTERS ... .RAGE.59 ICE PAGE.42 RUBYSOFT ..PAGE. 1 1 7 

CORE DESIGN „ PAGE.S 9,26, IBC MJNDSCAPE PAGE. 35 SILICA SYSTEMS ..PAGE 1 2 1 

DATAGEM PAGE. 1 22 OCEAN SOFTWARE SOFTWARE DEMON ........PAGE, 1 1 4 

DIGITAL INTERGRATION ...PAGES. 30,52,91 ,OBC THALION PAGE. 68 

PAGE.S 29,8 1 PREMIER MAIL ORDER PAGE 86 US GOLD PAGE.S IFC 95 

DOMARK PAGE.25 PSYGNOSIS PAGE.45 VIRGIN GAMES .PAGE. 4 1 
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team’s, 


I 5 tetm-u, 2 cars per team, 5Q driven wrfi 

your eng nei, 


l varying skijl, poniplire engine tyre cofltratti.CKa*ie tyre commends, 
i, change wng SriPings, evm tram your pil crew! 
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Just £14,95) Includes instruction manual 
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DEMO DISK £1 - A 1200 compatible 


s EtMiMOocs | DEPT TMO, 1 , Cherrington Drive, Great Wyrfey, Walsafl, WS6 6NE 




Not much space so you'll just have to dive 
on in. Prepare to be amazed at the hottest 
tips this side of Tipsville. 


There are those who musdebtHindosauryii himself, Dino, A DRAGON 

fair few people will find him tough to I hate to say 

would say that Team control, but to their liking after con- ■ th,i - but the 

trolling him fora while. Slow and slug- Dragon is a bit 

^7 struck gold with 91 sh in P lacES r what he loses in speed | m L of a crap char " 

^ he makes up for amply in strength, One a % sxter to play. 

th@ release; ot Body &f the strongest characters in the game, |Hk Lumbering and 

the best way to play him is carefully - ineffective at 

Blows* Th^rc HTG Also practise your timing as often as possi- the best of times, your best bet to 

ble, and you'll soon find him to be completely ignore him. Still if you real- 
in vincible. ly want to have twenty four stone of 

Best Attack: The Duck and Punch, muscle at your fingertips, be ready to 
This one can take a little timing to get practise the next couple of moves, 
perfect but the results are devastating, Best Attack: Once more, it's the 
When your enemy leaps towards you, Duck Punch, The beauty of this move 
duck and then punch the air where the is that when you are holding the joy- 
enemy is about to land, then sit back stick in the right position, he is already 
and watch them fly. blocking any attacks coming his way. 

The Old One-Two: If you aren't the Wait for your opening,, and then let 
kind of person who wants to sit about loose. 

waiting for Jhe enemy to attack you, the The Old One-Two: Crouch as before 
best form of defence is to Jaw Snap your and then let out a Duck Punch at the 
way across the screen, getting ready to appropriate moment. When the enemy 
block at any time, and then Duck Punch leans back, leap up and perform a 
them to the deck. It never fails! quick Super flip. If that doesn't knock 

— — • i a 3 ■ — them on their back, I don't know what 


those who would say 
that it's no good, but 
only because they're 
no good at it. Be the 
envy of your friends 
and the object of 
desire with the part- 
ner of your choosing 
with our full, in- 
depth players guide. 


Strange as 
may seem 
Phantom is actu 
ally one of th* 
hardest charac 
ters to beat. > 
might seem a Iit 
tie unusual that a guy with no legs ca r 
defeat most people, but when yo. 
thmk that he can do two particul- 
moves that are practically unbeatable 
then you can see what makes him. sud 
a good character to play. 

Best Attack: There isn't much t be 
can hold out against the Death butt 
Kneel before your enemy to lull the r 
into a false sense of security r and the 
stick your head at their midriff as fas: 
and as hard as you can. Who said yc 
can't touch ghosts? 

The Old One-Two: Phantom is cap^ 
ble of so many effective combination 
we didn't know what to suggest, bu 
in the end we settled for a Sonic Wa. 


The Ice King 
with the stuptd 
name is one 
mean mutha if 

1*1 v° u C3n 9 et t0 

4 grips 

fists - easily his 
best weapons. The Big Freeze Is an 
excellent weapon, if you can time it 
correctly - there's no point freezing the 
Phantom in mid disappearance, as you 
can't get any hits in before he thaws. 


Let's face it - the 
creatures filmed 
beautifully in 
* Jurassic Park are 

■ + nothing but cry- 

4 ^ babies. For some 

t real prehistoric 

action, try taking control of the 





enemy against the edge of the- screen, 
as they have no room to step out of the 
way. 


sod, followed by ■ v strength by ___ 1 muscle to do 

f Destruction, For being very, very the job, but 

brm at feast two fast. No-one can match his punching whether he has 

nth a Death butt- speed, and this is something you should ™ the speed 

take full advantage of. depends on how you play him. Kai-Ti 

Best Attack: The Lightning strike, can throw out moves like there's no 
Someone else Well, I said he was fast didn't I? As far tomorrow, but Junior requires a little 
with no legs, ^ 
and 


someone 
else who's hard 

to beat . 

^ ^ M . benefits to using 
Ml L*. mk\ this character ^ 

that any part of ^ 

the body can be used as an offensive 

wea p on head , a r m tail, * to m a c h etc. *" ‘ m ' r W JM 

which leaves the character with a real- ^ / 

ly hot defence arsenal {we were going jdp&A-' 1 v 

to do a joke about bottoms here, but ® * ## 

Best Attack: The Fi repunch <s my per ^ 

sonal favourite, simply because it's fast, ’ - r ' H, t#j 

very effective and can be pulled off ||r 

with no trouble at all against most 

opponents. Hold your defence until you #* 

see the opening, and then let one 

through. 

The Old One-Two: Use the deadly 
Spinning Flame a couple of times to get 
your enemy on the floor, and then fire 

a Heat Creeper towards them, if you're — — — 

close enough, they won't be able to as Tm concerned if you've got a move pacing to really fight effectively. Don't 

jump in time, and they'll fry on the that means you can get three punches go for a quick, kill, just rain blows at a 

sp&T in faster than most people can get one r constant rate and you should be fine. 

_ _ _ - then u se it ! Bes l Attack : J u mor ' s Jab is h is mai n- 

UmW The Old One-Two: Start with a few stay ■ fast yet strong enough to cause 

Generally Lightning Strikes, and then lay out a enough damage, use it to get out of 

regarded as the High Punch to send people to the land any kind of trouble, or just use it to cre- 

[L l_ best character of (Mod. Again, if you can get them ate trouble. 

^ / | to play. Dan is against the wall y then all the better, but The Old One-Two: How would you 

the most tradi- keep your guard up if you can, like to take out half of someone's ener- 

i- * tional fighter in „ j* . gy in one attack? This is how to do ft - 

the game, and KAJ"T1 keep jabbing them backwards until 

therefore the easiest to get to grips ^ ^ I'm not sure why, you've got them against a wall, smash 

with. Although his moves consist but the female them with The Blitz, and the send them 

a! most exclusively of standard kicks and I ^ character In these into the middle of next week with an 

punches, a couple of them are so pow- Ujub games always IronUppercut- Yeah ! 

erfu I that, when mastered, he becomes ^ seems to be the 

com pEetely invincible, ^ * V best. Could it be TEKIMO 

Best Attack: The Roundhouse, no that the oppo- 

question about It. Make sure you Ve got nents don't want to hit a girP Qr could 
enough room fq be able to pull it off, it just he a bit of Women's lib up at 
and then let one fly* If it connects * and Team 17? Whatever, if you want an 
it will every time wrth practice - you easy ride, then Kai-Ti's your best bet. 
should have your opposing number on Best Attack: The Jawbreaker is com- 
the floor within seconds. pletely infallible. My favourite move 

The Old One-Two: Kneel and let out among ail the characters, it is possible 
some low punches, and then leap up to finish the game on the hardest level 
and let out a Ppwerpunchu This is par- doing only this move* Tty it! 
tkularly effective if you can get your The Old One-Two : A couple of 


He looks daft, 
l v but his 

extendible reach 
Y makes him quite 
f° rm idable in 
places. Keep him 
at a distance 
from the other player, and use the 
reach as much as possible to lay on the 
damage. Get in too close, and you'll get 
kicked to pieces. 

Best Attack: It has to be the Super 
Stretch. A fast and very long punch that 
Hes lean, he's can be repeated over and over until it 
jigMP mean, he's all hits the mark. Just stand there and start 

JkaA. machine, hurting people! 

— However, if The Old One-Two: Start a fair way 

^ ^ gm you're expect- from your opponent, and then 

g ing something Locomotion across the screen to them, 
like the When you make contact, stick in a few 

Terminator, then get ready to be dis- Duck And Stabs, and then watch them 
appointed. Tekno is nowhere near as get grass/tar mac/lava/ water/Vvhatever 
hard as you would expect a fully-func- burns as they slide along the., 
tioning combat machine to be* His ground, / 
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Having trouble fighting through Soccer Kid? Can't 
get all the cards? (I've got two Alan Shearers that 
VII swap for an Eric Cantona if you've got one)* 
Fear not, for here are complete and detailed maps 
of the whole of the first country, England. 
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What's that? Psygnosis have finally released 
Combat Air Patrol. Oh, it r s a bit tough is it? 
Well, here are some hints and tips to help 
you complete some of those fiendish 
missions,. courtesy of Alan Shevlin and Mark 
O'Conner at Psyggy- 



At the start of th# 
campaign, you find 
yourself sat <n the 
briefing room. Us 
u sues I, this gives you all the 
bauc information you neec 
to complete your mission, 
so note carefully what r s 
S? id, including! interesting 
little titbits like where the 
opposition actually are. 





Clicking on the printer brings up all the latest weather details. Well, it doesn’t 
really bring them up, il more son of shows them on screen, but you know 
what I mean Once again, note where everything is. 



Clicking on the monitor shows the TAMPS recon system, which will enable you 
lo see alt threats and way points, if you like you can even change your flight pat 
tern here, but who would really want to? 
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If you click on the Map Room, you are shown a map g-f Iraq and Kuwait. 
Here you can plan and move all land based assault troops. You tan even 
launch ajr strikes and artillery barrages, plus check out the strengths and 
weaknesses of all units shown on the map, of course. 



Mow go to the hangar deck, where you c^n tool up your craft with all manner of 
lovely weapons, or just leave il with the default load. Once you have it all loader 
up r dick or the pilot to be moved out on to the flight deck. Time to get ready 
for some action. 











N aw we are nearing the 
. targe L, it J s time to s^vitch 
V. to full combat mode 
Select the -appropriate 
f sinks i mode and weapons set (generally 
AIR-GROUND) and get the enemy in your 


9 When flying, keep a close eye out 
for enemy aircraft- Should some 
attack, you should have no trou- 
bie dispatching them with a cou- 
ple of sidewinders, and you can 
easily get (heir missiles off your trail with a 


6 Time to take a quick scan of the 
controls before you take off, 
Press FI to lake the pilots view, 
and then press both Alt keys to 
start the engines. Pres* help four times to 
power up and you'Ve ready. 


7 keys 1 and 2 bring up the various 
Multi Function display modes. 
Switch through them until you are 
showing the Radar, and then 
press shift and R tO switch it on. The tab 
key changes between the various radar 
modes, so get used lo moving through 
them regularly. When you are ready, press 
L Id launch and you' re -away. 


^ -« w mm ■ ■ ■■ ■ 

hit bhT£ crsi. pnrr 

AW - ijr m M m 

Eh «-» ir- 


I bLT i - 

i \i fi 

* 


HUB r 

T Mir |, 

■VBi 



Use the? waypoints to get to your target, pressing the W key to cycle through 
them. Move* through them in succession, and try not to ^kip any as they mark 
out the safest possible route. When you have one selected, check the top of the 
HOD. The small arrow on the compass shows the direction to the next 
waypomt, so line yourself up with it. 


couple of flams, Watch out for enemy 
tanks too- One word about fuel you need 
to conserve as much as possible, so lower 
your thrust to about 60% and use the 
accelerated time to get you to the target, 


sights. 









switch on the carrier radar, lower the 
\ | I | j arrestor hook and the landing gear. Turn 
; an the IL5 and then get ready to land 
Decrease your speed to around 30 to 
4 OR PM and slowly guide the aircraft 
down. When landing, you have to connect with the line of 
cable lying across I he carrier deck Or you won't stop. 

Now add the brakes and cut the engines, and you've 
finished the mission! Go grab a mug of tea from the f 
flight canteen. 











You know when they say 'Another chance to 
see .., 1 on the telly? Well The Hit Squad have 
just given you 'Another chance to play../ 
Hook. What else could we do but give you 
'Another chance to solve... 1 ? 


H ow many games give you the 
chance to be Robin Williams? 
The Mork and Mindy conver- 
sions ? The Dead Poets Society game? 
Simulating this comic’s antics would 
be quite a daunting prospect at the 


best of times (jjust try failing as many 
jokes as he does in one minute - and 
make them funny !}, but Hook, how* 
ever, puts you right in the man's 
shoes, as well as his green 'leotard. 
With the game just coming back on 


budget it's time to sprinkle the magic 
dust and pull: a complete solution 
from out of our hats Are we brilliant 
or what? (Don't answer that.) 

Starting your quest in Pirate's 
Square, your first aim is to get suit- 
able pirate clothing to blend in with 
the locals. Take a wander along 
Mugger’s Alley and find Dr Chop's 
dentistry. Take the rolkrhlind from 
the window and ask the Doc about 
gaining money and clothing. 
Subject yourself to the doc s den- 
tistry ways and let him pull two of 
your gold teeth 

iMext stop is Jolliest Roger's Place. 
Ask the manager a few questions. 


From the Square head towards 
the Pier and pick up the rope that's 
lying around. Use the rope on the 
anchor and go to the Crossed 
Swords. From there take the two 
cups from the tables and leave. 
Make your way towards the Bait and 
Tackle and take the cup you find 
there. Head upstairs to the balcony 
above the Square and get ready for 
some Indiana Jones-style hijinks. Use 
the rope and the anchor on the clock 
and start swinging across the 
Square Grab the hat from the pass- 
ing pirate as you go. Well done Indy. 

Knock on Mrs Smcedle’s door and 
then quickly swing back to the bal- 



concentrating on Hook r the war and 
how best to get the hat. Leave Roger s 
and walk behind Pirate's Square to 
where Mrs Smeedle keeps her wash- 
ing, Grab the pole and the anchor and 
take a look at the jacket. Then make 
your way back to Pirate's Square 


cony while she's busy answering it. 
Head downstairs and make your way 
as quickly as possible to Mrs 
Smeedle's washing Hne. Use the pole 
to get the jacket from the line and 
examine it to find a coin, which you 
should nick. 
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Now that you're rich enough, head 
back to the Jolliest Roger and find 
Fake Jake. Talk to him and find out if 
he needs a drink (a safer bet than 
placing money on Noel Edmonds 
marrying Mr BlobbyK Give the three 
cups to the bartender and pay him 
with the three coins. Hell give you 
three foaming cups of brew in return. 
Give these to Jake and watch him 
drink himself under the table. Once 
he's asleep r nick his trousers(!). Head 
back to Mrs Smeedle s place and use 
the rollerblind to qain some privacy 
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Titi really sorry. The Iasi time I mentioned 
dinosaurs in the the office, V got stoned for 
too far out of fashion. Still, here's the 
complete solution for 'that game' featuring 
'those animals' 




1 . T 

You start near the wrecked car in the 
middle of the top of the map. The first 
thing you'll need to do here is make 
your way down to the southwest. Here 
you will come across the motion sen- 
sor terminal, 

From here, open the honker door. 
Yes, it s taking a gamble, but who real- 
ly cares? Now run. for the hunker, 
which you'll find in the south west cor- 
ner of the paddock. Go into the bunker 
and collect the toolbox, Run back to 
the starting point, and locate the pipe 
entrance. Now all you need to do is use 
the toolbox to open the pipe and climb 
through, 
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Head into the sewer (thank god you 
can't smell the things around you !) and 
take the first left you come across. 
Here, if you scrabble about a bit, you'll 
find the keycard. Now go to the north 
west part of the network, where you r ll 
find the crate. At least you will if 
you've been following this guide cor- 
rectly 


Due to its massive weight you can't 
pick it up, so you J ll need' to push it into 
the water and then find Lex in the 
north east part of the maze. Push the 
crate over the Lex and shell get on, 
being a sensible young thing, and you 
can now take her back to the starting 
point and climb back out into the Rex 
paddock. 
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can. When you get to the paddock, 
enter and head north where you r H see 
the entrance to a long channel. Enter 
it and run south. Grant will automati- 
cally drop the fruit which will slow 
down the Triceratops. When you leave 
the channel, head east and drop into 
the enclosure you find. 

To slow down the big tricerataps, 
stand by a wafl until it charges, and 
then step out of the way. When the 
wall collapses,, run south and west to 
collect a keycard. Use it to enter the 
bunker in the north east corner. 


5. 
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One of the 3D sections to the game All 
you need to do is get to the other side. 
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For this part you need to hunt around 
a bit, Tim is hiding out here some- 
where, but in a random location unfor- 
tunately, Once youVe found him r head 
for the north east corner of the pad- 
dock and you'll find a gate. With the 
keycard, Tim and Lex you can just walk 
through to the next section. 


6 . 

l I; 

Th is one is quite an easy one, at least 
to describe. Heed north, climbing over 
the boulders to get up and down the 
cliffs. If you look you'll find the kids on 
a bridge in the northwest area of the 
paddock r Collect them and head west 
past the bridge to find the exit. 
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When you enter this section, you r ll see 
that the kids have vanished. Don r t 
worry about them for now. Just head 
for the fence in the north west, and 
you II find a break in the railings. Along 
the way, collect as much fruit as you 


7. 


4 _ | 


LLi ill li l! h 


kiU l!.UL 


L 


If you head southwest, you’ll come to 
a barrel perched on the edge of a cliff. 
Now what would you do in real life in 
this kind of situation? Push the barrel 
off the edge, obviously. Now go north 
to the bunker. Here the kids will get 
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scared by the stampede and lock them- 
selves in, You can now head west into 
the stampede, and come out by going 
south to an east/west channel. Drop 
into the channel and run east collect- 
ing as many distress flares as you can, 
Use these to distract the T-Rex as you 
run east. 

Cross the small ditch by jumping 
onto the broken barrel next to it P and 
then throw a flare into the ditch. The 
barrel will catch fire, containing the T- 
Rex to the other side of the ditch. Mow 
run to the north to collect a keycard, 
and then open the tunnel door wrth the 
card. Wait for the kids, and exit the 
paddock by heading west 









dock, you 1| come to another Motion 
Sensor terminal. Use this to open the 
Pte rodome door. Now you have to 
more of that searching malarkey to 
locate all the missing embryos and 
Nedry's keycard. With all collected you 
can go through the door in the fence 
and hack into the Pterodome. 
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19. Pterpdome 

Oh no, not back here again! Oh well, 
just follow the Current for a while, and 
when you reach the waterfall, jump 
onto the south bank (before the raft 
goes over, obviously!}. Follow the path 
to the base of the waterfall, and jump 
back onto the raft. Now just follow the 
current back out to the east again. 


Leave the kids at the main gate, and 
enter the paddock by going through 
the hole in the ground under the fence. 
Go north east and find the motion sen- 
sor terminal. From this terminal, open 
the bunker door. Head south from the 
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12. Dilophosaur 
Paddock 


Jump qff the boat onto the island in the 
lake. Here you wrll find another ever so 
handy terminal, which you can use to 
open the gate in the fence. Head for 
the gate, and then exit south west 
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You'll start on a Small winding jungFe 
path, like most of the paths you find m 
a jungle. Follow this to the west until 
you find the raft floating in the river. 
Climb onto the raft, carefully,, and then 
untie, The current will carry the raft 
eastwards, and before you know it; 
you'll leave the paddock. Phew! No 
more messing with those spitters! 


Head to the west, looking for the 
motion sensor along the way. When 
you find it , use it to open the gate in 
the fence. Find the gate, which is a way 
off the to west, and now you can final- 
ly leave the park through the main 
gates to the north, Now you know 
where we are, don't be a stranger! 



'terodome and find the bunker. Here 
qu'II collect a keycard, which you can 
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hen use to enter the Pterodome. 
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vthis level you'll need to search under 
II the Pterodactyl eggs. Under one of 
iem you'll come across another one of 
lose keycard things. With the card, 
^ave by the west exit. There, that 
wasn't so hard was it? 
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the northwest corner of this pad- 


Look around the west side of the dome 
until you find a boulder - it shouldn't be 
too hard to spot as it's big and grey and 
has the word BOULDER 1 written on it in 
4ft- high neon letters (that last bit is a 
lie, actually). 

Push it over the cliff, and then use it 
to head north, Somewhere to the north 
you 11 find the special switch that con- 
trols the extending bodge over the 
river. Shoot it to extend the bridge, and 
then cross the river. Now just leave the 
Pterodome by the southwest exit, and 
it's back out into the Dilophosaur pad- 
docL 
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Christmas Is coming, the goose is getting fat. Please put a penny in the old... Damn. I 
knew Pd forget the rest of it. It's probably got something to do with me having loads of 
tips to remember. Ah well, such is life, I guess. If you fancy sending me some more tip-top 
tippity tips then for Cod's sake do - you could win yourself a rather fabby software prize 
for your troubles. Go on - the address is: The One, 30-32 Farringdon Lane, London EC1R 
3AU. Oh, and Pm Mr Tips. Goodnight. 


Gamete It 

David Bra ben's galactic epic has gener- 
ated a tremendous amount of post 
(99% of which is complimentary by the 
way), with many readers scribing in 
with a tin cheat (or 'bug r ) they've dis- 
covered. in fact, I was quite amazed by 
the amount of letters addressed to me 
and had convinced myself that this 
page would be a doddle to write until I 
discovered that well over two-thirds of 
the missives contained the same thing, 
resulting in me having to do a bit more 
hard graft than I'd like. Anyway.,, 

What you have to do is this: dock at 
any spaceport with a passenger on 
board, enter the shipyard and attempt 
to purchase a ship which is worth less 
than your own. You'll be informed that 
this isn't possible because you have a 
passenger on board, but the cash you 
would have got for your spaceship is 
still added to your bank balance. Repeat 
this as many times as you like until 
you've got loads of cash! Brilliant, eh? 

URVDIUJVt 2 

Renegade 

Andy Brabrook'i bfummin' smart 
shoot-'em-up certainly is one of the 
toughest Masts I've ever come across so 
I was more than pleased to receive an 
unnamed tip from someone living in 
Hessle, North Humberside Now, this 
isn't a cheat, for the full game, instead 
a helpful piece of info for our coverdisk 
demo given away a couple of months 
back. 

Just enter JJ on the score table and 
you 'll be rewarded with two Mantas at 
□nee, which has got to be tops, hasn't 
it? 



This Pacman-ish blaster certainly 
impressed young Matt Broughton 
when he reviewed it, but even his 
gamcs-playing skills don't enable 


him to get as far into the game as he r d 
like. Thank goodness, then, for Bob 
Belinksi from Sheffield who's managed 
to jot down a few bits of useful info for 
this smart arcade game. It's a software 
prize for you, my boy. 

Bob reckons that by entering 
'CHEAT' on the password screen and 
starting the game, you'll come across 
a level indicated by only a question 
mark, Then, enter the neM teleporter 
you stumble upon and make your way 
to the next question mark (or, as Bob 
puts it, "the yacht '?' shaped thing}. Do 
this correctly and everything will be 
revealed, apparently. 

Bob also enclosed a few level codes 
for the game so you may want to try 
these for size. 

1 JKLZO WUYP 3XWG VKS4 
y 1013 5NU 3 PU VWJQ6C4 
JFQKI6JU5P6KWBCJ54 
I E2 LNC6U YH VWWGF AS4 
DSHJ 1 1 2U3HGEWIE5K4 
Unfortunately, youthful Broughton 
has nicked our office copy so l wasn't 
able to try these particular cheats, so if 
they don't work, jot your complaints 
down on a bit of paper and write to: 
Bob Belinski, 1 (I don't think that's a 
good idea, so, er. Snip! - Simon) 



Hey! Fancy infinite energy for all four 
players? What about infinite ammo on 
all weapons for all four players? 
Wouldn't mind having immediate 
access to every locked door? Wouldn't 
you just die for no damage to equip^ 
ment in your backpack whenever you 
trudge through water? Would you like 
all your humans to be able to survive 
under water for as long as you care to 
leave them there and not be affected 
by any poisons? And wouldn't you just 
love to be able to drop any height? 
Sorry, no can do. 

Only joking. Although if it wasn't for 
Andrew Hamilton from Bex hi 1 1 on Sea 
E wouldn't be able to offer you any of 


the above delights, because it's he 
who's provided me with this cheat. A 
software prize will be winging its way 
to you soon, matey boy. 

All you have to do is play the game 
jn un-cheat mode (yeah, so my English 
is crap) for as long as you want things 
to remain tough. Then, after you've had 
enough, simply type in 'AMIGA' during 
play {the screen should flash blue, by 
the way) and youll be rewarded with 
just about every cheat you could ever 
possible hope for, And who said this 
game was tough? 


our hearts when it was reviewed Iasi 
month, although getting to the latter - 
stages is just a little bit tough, we reck- 
on. So it's pretty lucky that the game 
includes a password facility. And it's 
even better luck that we've got all the 
passwords. Just input these in the rel 
evant place and Bob's your funny unde 
By the way, l r ve left out level six's code 
on purpose. Because I can. 

Level One No Code 

Level Two Lemonade 

Level Three Pharmacy 

Level Four Ultimate 


Team 17 

Er, Lm sorry about this guys and gals, 
but I have to admit to being a bit rub- 
bish at Team 17's classy sequel. Call me 
crap at games if you want a smack in 
the chops, but I was under the impres- 
sion that Alien Greed 2 was pretty hard 
Not so, say our readers - the amount of 
level codes I've received this month 
rivals even the volume of Frontier tips 
I've received. 

Still, if there are any of you out there 
who are having Mr Tips-like problems 
with this here blaster then these level 
codes will come in handy, methinks. I 
think I'll split them over two months to 
encourage those of you who haven't 
finished it to actually play the game 
(God forbid!). Also next month, III 
reveal the various cheat modes. Wait, 
if you can. 


Level One 

No code 

Level Two 

353828 

Level Three 

108383 

Level Four 

J70101 

Level Five 

982822 

Level 1 Six 

847464 

level Seven 

737373 

Level Eiijht 

928112 

Level Nine 

287364 

Level Ten 

193831 



Core 


This smart Mega CD conversion won all 


Level Five Danielle 

ALIEN 3 

Virgin 

I would normally make baldy gags 
about Miss Weaver's shmang head but 
seeing as though Simon’s in charge at 
the moment l‘d better not for fear of 
losing my hair,, sorry, job. Anyway, 
here's a nice little chest courtesy of a 
Mr Noel Edmonds (are you serious 7 ) 
from Upmmster (Hurrah ! - Matt.) which 
enables Ripley to skip levels at will 
Simply select hard level and six cred 
its from the option screen and start the 
game as normal Then, when you fancy 
going up a level, press SPACE and N 
simultaneously And that, as they say P 
is that!" 
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Virgin 

Another Virgin game which has finally 
been released, this superb little plat- 
former is the best Simpson licence yet 
Hooray, then for these level codes, sent 
in by Glen Johnson from Halesowen 
who sent m these, along with a load 
others Cheers Glen ■ you win a soft- 
ware prize for your hard work 


Level One 

Nelson 

Level Two 

Patti e 

Level Three 

Mrplow 

Level Four 

Maggie 

Level Five 

Zachary 




Christmas time. Mistletoe and wine. 
Children singing Christian rhymes. Bah! 
Humbug! Just beer and tons of food will do 
me nicely, so all you little God-botherers 
can sod off unless you've got some game- 
related problems. Oh yeah. Merry 
Christmas. Love, Matt The Medic. 


Dear Matt, 

Please help me out with MONKEY 
ISLAND 2, I've got to Dinky Island but 
I can't get any directions out of the 
parrot, Tve hied all the combinations 
of conversations, but he won't spill 
the beans. Help’ 

Steven Jones, 
Bournemouth. 

No problem ■ take the bottle from 
the shore, the martini gfass from 
the bottom of the still, and the 
crowbar. Now use the crowbar on 
the barrel to get a cracker. Polly 
wanna' cracker? I think so. And 
while we're cm the subject ot 
Monkey 2... 

Dear Matt, 

On MONKEY ISLAND 2, I can't get up 
the big tree on Booty Island to get the 


The end of another year and 
the surgery gets ready to 
welcome 1994. If you'd like 
to appear in the next issue,, 
get your problems into me 
at: Matt The Medic, Games 
Surgery, THE ONE, Priory 
Court, JO-32 Farringdon 
Lane, London EC1R 3 ALL 
Please don't send SAEs or 
phone because I can't 
answer your queries person- 
ally and l r || probably be too 
drunk to speak anyway, 


firs I map piece. Can you help? 

Graeme Geddes, 
Scotland 

All you need to do at the big tree, 
is to make a stairway by putting 
the oar (from Elaine's room at 
the mansion) into the hole in the 
tree trunk. 

Dear Surgery, 

I have just recently purchased FLASH- 
BACK and have just jumped to Level 
Two, However, now that l r m here, l 
don't know how to get anywhere else. 
There's a terribly tempting ledge that 
I would like to gel io - but how? 

Stuart Thomson, 
East Lothian, Scotland 

If you check back in your manu- 
al, you'll see how to access the 
'big jump', but basically - face the 
ledge from a fair distance away, 
hold down fire and, keeping fire 
pressed, tap the joystick in the 
direction you want to go. You 
will now automatically run and 
make an extra big jump for any 
nearby platforms. Keep fire 
pressed down and you'll hold on 
to the ledge and can pull yourself 
up. Don't forget to lower your- 
self down into pits as well, even 
if it's just for a look around. 

Dear Matt. 

Is there a way to get extra or infinite lives 
on MAGIC LAND PIZZY^ P Lease help. 

John Jacks, 
Stevenage. 

What is it with Dizzy this month? 
Anyway, just type in 'DIAMOND 
AND PEARLS' on the title screen 
and you'll find yourself bestowed 
with infinite energy! 


I don't know. You offer people the chance for a bit of fame, the 
opportunity to see their name in lights (well ink, anyway) and 
what do you get? Nothing. Yes, you've guessed it - the Show- 
Offs shelf is looking fairly poor this month, so get your think- 
ing caps on and help these hapless readers out. You never 
know, I might start giving out software prizes! 


* C. Webb from Essex wants to know how to get infinite lives 
in QWAK - anyone know? 

* Simon Sleeman from WaterlooviNe wants to know how to 
wake up Dozy in MAG 1C LAND DIZZY. 

* Nurse Mark Robins wants to know how to open the loose 
packing case in the warehouse by the river in WAXWORKS - the 
Jack the Ripper level. Also, what do you do with the address 
book you steal from the pimp? 


* Nurse Mark Robins offers this month's only medication to 
Nikki Write with this advice for MAGICLAMD DIZZY: Give the 
frog to Prince Charming, use the big stick on the goat at the 
Troll Bridge, use the duster with the lamp which is found down 
the well behind the rat (pause for breath), use the bucket of 
water to free Dylan from the block of ice, and lastly, use the 
gold cross to keep the vampire at bay in the ke castle crypt. He 
also says that you can't get past the volcano until you've freed 
all your friends. 


Dear Mr Medic, 

Please help me. You are my only hope. 
(Why do they all start (ike that? - 
Matt.) On level 2 of FLASHBACK I can- 
not complete the mission where you 
have to stop the computer terminal 
from exploding within the time limit. 
If I don't find out how to do it 111 over- 
dose on Lem sip! 

Suicidal, 

Glasgow. 

Well, Suicidal, the solution to this 
comes in just taking your time 
(which I know isn't easy with 
such a strict time limit) and mess- 
ing around with your position- 
ing. There are actually three dif- 
ferent slots to the terminal, but 
you only need to move a tiny bit 
before you move from one to the 
next. Work across the face of the 
terminal, using the module. I 
have to admit that this had me 
perplexed for ages and ages, but 
now you know what to do you 
should have no problems. 


Dear Matt, 

Help! I ve managed to get as far as the 
Saleroom in LURE OF THE TEMPTRESS, 
but can't get any further. I've managed 
to summon Minnow but don t really 
know what to do next, 

Paul Stone,, 
Peterborough 

No problem matey - just follow 
these simple steps for ultimate 
success... 

When Minnow arrives, TALK to 
him and TELL him to pull the lever 
while you operate the winch. 
After successfully completing 
that, go back to the passage and 
go up the steps to be above the 
Dinning Hall. Go right to the sec- 
ond half of the hall and then up 
the steps to meet a monster on 
the drawbridge. He requires thir- 
ty hits before he'll die, so it's a 
good idea to save the game 
before the fight. After killing the 
monster, go left and 
should be that! 
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TWARE DEMON Ltdwould like to wish all our cus 
future all the best at Christmas. To celebrate 
c have decided to offer the best items in home - 
T* price. JL_ 
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P D ZONE 


Matt Broughton believes that Christmas is 
all about giving, not receiving. This 
statement is, of course, pure fiction - so 
enjoy two full pages of PD while he goes to 
rob some small children of their Batman 
figures. ' ' 
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KLAWZ 
17 Bit 
Software r 
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Whenever I see 3 title (ike this, I know 
I'm in for an hour long struggle as I 
try to convince the spelf checker to 
let it through. Yes, this year's English 
entry for the Montreal Rose, silliest 
speliing award' comes from a PD 
game that gives a good indication of 
just how desperate game producers 
are as far as original game titles go. 
The plot doesn't exactly break any 
new boundaries, either. 

Hey! guess what's happened to 
Klawz's girlfriend - yes r she r s been 
kidnapped (applause). Hey! Guess 
who's got to rescue her using only 
their wits and a large wooden club - 
yes, you (no, surely not). Well that's 
the plot out of the way r and jolly sad 
it was too Yes, the evil Billy Bender 
(?) has taken a fancy to your lady and 
whisked her away to "I don't know 
where', and now you must travel 
through five worlds In an attempt to 
get her back (not to mention her 
front and most of her major organs). 

Just to add insult to injury, the 
gameplay doesn't even seem to 
relate to the plot' and takes on a 
standard ladders and platforms 
approach, with you needing to col- 
lect tons of small squares in order to 
progress to the next world. Billy Ben- 
der is almost as nasty as his name 
and has left a number of Ro bo- dogs 
to get in your way p and then, once 
they've been in your way for a bit to 
kick you in, 

If you've got good timing you can 
stun the Robo-dogs with your big 
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stick and then scarper while the 
going's good, but it s a better polity 
to just keep hiding until they utilise 
their incredible artificial intelligence 
and run off in the opposite direction. 

icons are there for the picking, 
and bestow Kiawz with the normal 
toys such as invincibility, shields, and 
more sausages (the last one's a lie). 

Things seem to run at a speed 
that while not being Incredibly fast, 
still doesn't seem quit# right, and 
there's not much in the way of vari- 
ety to be quite honest. But it's a fair- 
ly polished game and may appeal to 
platform cheapo hunters. 
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17 Bit 
Software, 


WOW! As much as 1 enjoy sifting 
through the numerous disks of PD that 
I receive, there is a bit of an 'Oh great. 
More jn vader/Gaiaxia n/P ac m a n/Tetris 
etc, etc;' feeling that descends' over you 
after a while, so it is with great plea- 
sure that l present to you this com- 
pletely brilliant PD diamond. (If we had 
the time and money, this game would 
have a small icon next to it on the page 
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that looked like a diamond, but some- 
how cleverly included the letters 
Never mind. I hope you don't mind 
imagining it for now). 

You are a happy, jumping beetle and 
have to rescue the hapless grubs that 
have escaped and wandered off in a bit 
of a daft fashion. To start with this is a 
simple matter that involves negotiat- 
ing the usual platform game obstacles 
such as leaping fiery pits, and avoiding 
crumbling platforms etc, while collect- 
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ing fruit and, of course, the tiny grubs 
who will gratefully leap off the top of 
the screen when you bump into them 

Once you get to about level five (out 
of 200, I might add), things start to hot 
up as more baddies start to join you 
and not only get in yOur way, but also 
start to chase you. You can collect 
swords and dispatch the nasties, but 
this can work against you as you realise 
that quite often you actually need the 
bad guys to get past certain obstacles. 
For instance, one particular type of 
baddie can swim In acid [which you 
cannot) and you'll need to leave him 
alone so that you can use him as a con- 
venient stepping stone. This can cause 
its own problems, though, as most 
baddies will die once you've jumped on 
their heads a few times, SO you need 
to display a fair amount of timing and 
control or you'll murder your saviour 
(ironic or what?) 

The baddies come in all shapes and 
Sizes, and range from caterpillars to 
wandering woman to well,, sort of 
b lobby things, really, and all have dif- 
ferent ways to hinder you. Nasty bits 
of scenery are in plentiful supply with 
things such as gas jets and spikes, 
while doors must be strategically left 
open or closed to persuade the baddies 
to go where you want them, 

The game's presentation is better 
than most of the full-price releases we 
see from day to day r and includes a 
number of excellent touches that take 
the game into the Amiga's Premier 
league:. There's a little fruit machine 
between each level, and a number of 
sub -games ranging from Frogger to 
Pang (which would have done well as. 
PD games on their own) keep things 
moving all the time. 

This is just simply brilliant, and I'm 
absolutely gobsmacked that a compa- 
ny hasn't bought this as a budget 
game. Of course, you lucky devils have 
got it free on your cover disk. 


OVERALL 


96% 


ICE RUNIUER 

Magnetic 

Fields, 


Another contender for the 'simplici- 
ty itself award this month. Ice Run- 
ner is reminiscent of a number of 
oldies, most notably Panic Attack 
(dig holes, fill holes) and Lode Run- 
ner (er,.,. yeah). 

You are Badly Drawn Man who 
must collect all the fruit that's been 
scattered around a number of icy 
platforms, avoiding the other 
Similarly Badly Drawn Men. 

You have no weapons as such, 
but posses a spade which can 
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dig through the platforms leaving 
unhealthy holes for anyone who's 
stupid enough to fall into them. For- 
tunately, the other chaps are stupid 
enough to fall into them, and will 
become stuck in the hole leaving you 
to walk across there heads while 
they struggle to get back out. 
Although falling into these holes 
isn't fatal tor the bad guys, the open- 
ing will ice over after a while, and 
anyone unlucky enough to be in a 
hole at the time will get to play 
Demolition Man (just in case you're 
not familiar with the film, that's my 
sem delever way of saying that they'll 
freeze) Vou fall straight through any 
holes created, so you can actually use 
this as a quick means of escape as 
well as a form of defence/offence, 

Once you've collect all the fruit on 
the screen, a ladder will appear giv- 
ing access to the nest level and by 
ascending it you can attempt the 
next, harder screen. 

The game s a little slow and a 
touch primitive, but at the end of the 
day it“s not a complete waste of 
time. Why hasn't anyone done a full 
copy of Panic Attack yet? I'm wait- 
ing, you know. 


PARTICLE 

MAN 

Fortiss PD r 

Disk 753 

They don't come much more simple 
than this, but Particle man looks 
and sounds so professional I just 
had to give It a spot in PD Zone, 
There's (thankfully) no silly plot to 
be digested here, and the game s 
objective is about as straightfor- 
ward as, well something that's jolly 
straightforward, I can tell you. 

You're Particle Man (but I 
wouldn't be all that surprised if 
someone came up to you in the 
street and said "Excuse me but 
aren't you Putty? and have been 
charged with the task of clearing a 
number of levels full of dangerous 
time bombs. These bombs will 
appear on-screen in random posh 
tions and begin their slow count- 
down, leaving you to use your spe- 
cial absorbing abilities to collect 
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one bomb at a time and then drop 
them down one of the on-screen 
portals. Once you've picked up a 
bomb f its timei^ will stop, and 
should you drop the bomb again 
anywhere other than the portal, the 
timer will restart. If a bomb goes 
off, you will lose an amount of your 
overall energy- 

weird and wonderful creatures 
roam the different mazes and drop 
more bombs for you to dispose of 
until the required amount (shown 
at the bottom qf each screen) have 
been cleared. Walk into one of 
these and you will lose a life 
Instantly so, need 1 say, It's a good 
idea to not walk into them! 

And that's it really b I did say it 
was simple didn't I. Particle Man is 
very charming, doesn't try to be too 
clever for its own good and serves 
as an excellent little time waster. 


OVERALL h: 


7 % 


INTENSE 
Fortiss PD f 
Assassin 


Alien Breed 3 this Isn't, but at least 
they made the effort. Intense is a 
simple but polished shoot -'em -up 
featuring more than just a slight 
resemblance to Alien Breed. 

You walk up the screen, which is 
viewed from above, and have the 
basic task of getting as far as you can 
without being shot or being touched 
by the aliens that roam around. You 
have a trusty laser that will take out 
most aliens with one shot, but unlike 
AB a you have no energy levels - 
you're either dead or alive. 

To start with, the Aliens just sham 
ble down the screen towards you, 
but once you've entered the build- 
ing [level 2 - really Breed-ish) the 


aliens start to shoot at you, while 
others lay mines and little scuttling 
crab-like things cause you problems 
(probably trying to lay eggs in your 
throat or something). Extra lives are 
left hither and tither and can be col- 
lected along with bars of gold that 
add to your score. 

The graphics and sounds are sharp 
and dear, and have definitely been 
pulled from AB, especially most of 
the samples - when you die, you spin 
around with an ever- so -fa miliar 
J AARRGG l* 

Other than that, it r s all straight 
forward and fairly undemanding, but 
is an attractive little game with a fair 
bit of fun on offer. 


OVERALL 






If you fancy a special kind of Christmas pressy - 
the sort that you pay for yourself - then look no 
further! Just send some Earth money to; 

• Magnetic Fields, PO Box Its, Preston, 
Lancashire PR 2 2AW 

Telephone? (0772) 881190 

8 Forties PD, PO Box 2, Earl Shilton , 

Leicester LE9 8LU 
Telephone; (0455) 850980 

NOTE: Send a 5AE and a ulank disk to Fortiss if 
you'd like a catalogue disk* They’d also like to 
receive any new games that you might have 
written, so send 'em off now! 

• 17 Bit Software, 1st Floor Offices, 2/8 Market 
Street, Wakefield WF1 1DH. 

Telephone: (0924) 368982. 
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Being a person of discerning taste you are no doubt a 
regular reader of The One, the bible of all that's tops in 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 
didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock • in which case why 

didn't you place an order? 

Whatever, here’s your chance to fill in those gaping 
voids in your magazine** elated life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 
sold out - we're just so damn popular! 

To order simply fill in the coupon below, write out a 
cheque/postal order for the required amount and send it 
to; The One Back Issues Dept, Tower Publishing, 
Sovereign Place, Lathkill Street, 

Market War borough Lilt 9EF. 


APRIL 1993 


MAT 1942 - SOLO OUT! 

JUNE 1992 - SOLO OUT! 

JULY 1992 

ON THE DISKS! Playable; demoi of Red Zone 
and Galactic plus FIVE complete PD games: 
Spttl*m*nt* r Dragon Tile*. Mt^Tion, 
Omega Race and Hollywood Trivia? 

WIPPED! Lulu Si 3. Wing Commander and fine 
Carl Lewis Challenge! 

REVIEWED! Lure of the Temptress, Monkey 
Island 2, l*har. Strikes', Championship 
Manager and many more! 

TIPPED! Player's guides to Parasol Stars, 
Epic, John Nladcfen Football and Eye of the 
Beholder 21 

FLU SI The One games challenge! Free Dune 
poster! 

August 1992 ■ solo out! 

SEPTEMBER 1992 

ON THE DISKS! Playable demos of Premiere, 
tiny Sk weeks and Match of the Day r 
Rjshbdck preview and three PD games: 

War, Nebula and Croak! 

WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 21 
REVIEWED! Premiere, MegaTr aveller 2, Guy 
Spy, Fascination, Shadow of the Best 3 and 
many more! 

TIPPED! Pfey*r‘i guides te Graham Taylor, 
Civilization and Fire A ke {pt 2) and the on- 
going solution to Monkey Island 21 

QCTOBfcR 1992 

ON THE DISKS! Three disks this month, con- 
taining playable demos of Aud^in, KGB 
and Fireforce plus 2 PO games; Cybernetic 
end SmH Attack! 

WIPFEO! The Chaos Engine, Legends Of 
Valour and the final instalment of Frontier: 
Elite 2! 

REVIEWED r Putty, The Humans, Aquatic 
Gamas, Lotus 3, Zoo?, Iroddlers and many 
morel 

TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 

PLUS! Those end-game segue rices revealed! 
Westwood Studios intfrvi*wrd! 

NOVEMBER 1992 

ON THE DISKS? Playable demos of The 
Chaos Engine and Lionheirt plus five PO 
gamti- Revolution, Bridge Ball, Flag 
Catcher,. Biplanes and Tank Attack! 

WIPPEOI Street Fighter 2, G unship 2900. 
Darkmere and Desert Strike! 

REVIEWED! Wing Comma rider, 

ShadowoddSr Road Rash, Curse of 
Enchantia, Legend of Kyrandia, Assassin 
and many mare! 

TIPPED! Complete solution to Hook and the 
second part of Ihe Eye of the Beholder 
solution! 

PLUS! Sensible Software interviewed! 
DECEMBER 1992 

QN THE DISKS! Playable demos of Sensible 
Soccer V1.1, No Second Frire, McDonald* 
Land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Superfrog, Star Trek and WWF 21 
REVIEWED! Legends of Valour, No Second 
Prize, McDonalds Land, RC Kid, Nigel 
MinitIL i+fhal Weapon and many more! 
TIPPED I Player's guides to Zool. Putty ,md 
Wizkid plus the last part of the Eye of the 
Beholder 2 solution! 

PLUS? The A12Q0 revealed! Richard 'Mr 
Music. 1 Joseph interviewed! 

JANUARY 1993 

ON THE DISKS! Piychu Game - a complete 
a me specially written tnr Th^ Onr by 
ullfrog - along with playable demos of 
G unship 2000 and Dalek Attack plus a pre- 
view of Archer Maclean's Pool! 

WIPPED! Microcosm and Dracula on CD, 
Dune 2 and Sup^rhirc! 

REVIEWED! Indy IV graphic adventure. 


Street Fighter 2, Cool World, KGB. 

Wan works and many more! 

TIPPED! Player's guides to Assassin end 
Wing Commander, the start of a compiete 
Legend ot Kyrandia solution and a 
compiete solution to Dizzy; Prince of the 
Yolkfolkl 

PLUS! 1993 previewed! the One awards! 
Stunning Dave Gibbons cover! 

FEBRUARY 1993 

ON THE DISKS! Playable demo 9 of Dark seed. 
Universal Monsters and Superhero! 

WIPPEOI Space Hulk. Chuck Rock 2 and 

PPT j | 1 1 p rf 1 'Ll L& pi ^ 

REVIEWED? The Chaos Engine. Dragon's Lair 
3, WWF 2, Darkseert, Sleepwalker and many 
more! 

UPPED! Player's guide* to Street Fighter 2, 
Sensisoccer Vl.1, Sabre Team indFiiftfOKt 
plus the on-going Kyrandia solution! 

PLUS1 Commodore’* ei-bos* Kelly Sumner 
interviewed! 

>.fl ad rn -h o q i 

ON THE DISKS! Playable demos of 
Superfrog, Flashback, Prime Mover and 
Woody 1 ! World:, plus a complete PD game: 
Oblivion! 

WIPPED! Liberation: Captive 2, Woody 1 ! 
World!, Ishar 2 r Blastar and amny more! 
REVIEWED! Body Blows, Lion-heart. 
Flashback, Tran*ar«tka. Walker. Lemmings 
2 and many more! 

TIPPED! Player’s guide to Legends ot 
Valour, complete solution* tra indy |V 
adventure and Future Wars and the last 
part of the Kyrandia volution I 
PLUS! Ten good reasons to buy an A1 200 


ON THE DISKS! Playable demos of FA 
Premier League [collector's item!), 

Abend one Plat** 2 and Beavers, plus Two 
PD gamesi Transplant and PacMan Deluxe! 
WIPPED? Batman Returns, Cyberspace, 
James Pond J r The Lo*t Vikings and many 
more! 

REVIEWED! Superfrog, Arabian Nights, 
Chuck Rock 2, Abandoned Plate* 2, Desert 
Strike and many more! 

TIPPED! Complete solutions to Dark seed. 
Dragon's Lair 3 and Indy III. plus the start 
□f player's guides to KG ft and Bill's Tomato 
Game 1 

PLUS! K-Wing on Amiga revealed (but it's 
actually an April Fool's joke). 

MAV 1993 - SOLD OUT 1 

JUNE 1993 

ON THE DISKS! fllaster1 r a sped illy-written 
full gam* for The One, plus a playable 
demo of Nippon 5-afe* and two complete 
PD games: Alien 'Bash and Tractor Beam! 
WIPPED! Bubba J n’ Mix, Realms of 
Darkness. Innocent Until Caught,, 
Maelstrom and many morel 
REVIEWED! Goall, Super Cauldron, Ancient 
Art of War in the Ski**. Legend 2. The Lost 
Vikings and many morel 
TIPPED! Player'* guide to Lionheart and 
Chuck Hock 2 plus the completion of the 
solutions tu KGB and Chaos Engine I 
PLUS! We tell you how to get Into the soft- 
ware tiujintii! 

JULY 1 9 93 - SOLD OUT! 


AUGUST 1993 

ON the DISKS! Trex Warrior, a full game 
from Thai ion written specially for The One, 
plu* l playable demo of Ishar 1 and Snakes 
and! a complete PD game; Wibtale World 
Giddy? 

WIPPED! Total Carnage. TFX r Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many more! 

REVIEWED! Deep Core, Sim Life, Whale r s 
Voyage, 1SES. Rattle Isle *93 and many 
more ! 

TIPPED? Player's guide to Dune 2, Gun ship 
200ft and Reach the Skies, the 
Abandoned Places 2 complete solution con- 
tinues while the World Of Legend solution 
starts! 

PLUS? The CD32 is unveiled! Arnie f * raw 
deal! 

SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive. Bubba n‘ Stix, Fit 7* stealth 
fighter. Deep Core and Suburban 
Commando? 

WIPPED! Last Action Hero, Micro Machines, 
Alfred Chicken. Theatre of Death. Seek & 
Destroy, Oscar and many morel 
REVIEWED! Soccer Kid, Hired Guns. Diggers, 
Premier Manager 2. Yol Joe!. Blob- The 
Patrician and many more! 

TIPPED! Complete player's guide to 
Syndicate end War in the Gulf, a complete 
solution to Transarctica. th* atari of the 
Ifbar 2 solution, the ongoing Abandoned 
Places 2 and World* of Legend sagas! 

PLUS! More CD 32 into! 

OCTOBER 1993 

□N TH E DIS KS ! Play a ble demos of £pa*« 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED? Mortal Kombat. Dream web, 

|1f mania. Evolution, Wonder Dig r FI and 
many morn! 

REVIEWED! Space Hulk,- Jur***ic Park, 
Overkill. Micro Machines, Alfred Chicken, 
Blaster, Disposable Hern. Burning Rubber 
end many more! 

UPPED? Complete player*' guide to Diggers, 
Rea*tl>eird, Wibble World Giddy, Tbe 
Patrician, Goall and more of toe Ishar 2 and 
World* of Legend solutions? 

PLUS! It s ECT5 time again. 

NOVEMBER 1993 

ON THE DISKS! J Disk* again, featuring 
playable demos of Uridium 2, Hern Quest 2 
and Seek and Destroy, along with two com- 
plete PD games - Zombie Apocalyp** and 
Project Buzzbar. 

WIPPED? Body Blow* Galactic. Kings Quest 
VI, Rally. Rise of the Robots, Seventh Sword 
ot Mendor and many more! 

REVIEWED! Brutal Sport* Football, 
tardiaxx, Donk. Frontier; tilt# 2, Qwak and 
many more! 

TIPPED! Hired Guo*, Alfred Chicken (part 
une|. Space Hulk (part one), Khar 2 Ip art 
tbreel and many more! 

PLUS! The programmer* talk to ui! DMA 
Talk to ui! Find out how we make The Qne! 

DECEMBER 1993 

ON THE DISKS! Playable demo* Alien Breed 
2, Brian the Lion and Bob s Bad Day! 
WIPPED! Htiimcfell 2. Reunion, Theme Park 
and many more? 

REVIEWED! Cyber punks, FI17A STealth 
Fighter, Cannon Fodder, Aii*n Breed 2, 

Body Blows Galactic, Liberation. Magic Any, 
Perihelion, Tfe Settler* and many, many 
more! 

TIPPED! The end of the Ishar 2 solution! 
Body Blows Galactic, Alien Breed 2. Space 
Hulk (part 2), MASSIVE Frontier player* 
guide, the complete solution to The Secret 
of Monkey Island! and many morel 
PLUS! Find out how they make Gam** 

World Live! a* we spend a day with them? 

JANUARY 1994 

On ttw di*ki! A comu lete game by Stavros 
Fasaulas, Zool 2 and Beetle |A1 200 only) 

(E r, that's this issue - Ed.) Oh. 


now I Difio Dini interviewed! 


THE ONE BACK ISSUES OFFER! 

Please send mi the following back issue(s) of The On*: 




Quantity. 

I enclose a cheque/poital order made payable to EMAF Images for f .r 
(Hate* per m.iy .sjin#: UK - £5.99; Europe - £0,50 Overseas - £! 50) 


Name: i'ii iifii'ii ii i ■ in u i i i i i i ■ i i niaiiniif i , “i ■ ■ 4i ■t** 8 *■ H 1 

Adid t&SS !i>i«iiaiiiijijjiiiujjj i iii a ii ■ i i i i ■ i i niniMi i i i ii i i ■ ii rrrrrs ■ 


Post code: 


Please atlew 29 days fer QPdfn ta b* tulfills-d upon rectipl rjf rtquiit. All urd^rt *r« sub-j*cl to av*i I 
ability ■ all titlai shown are Available at th* timoi Of Ilia lvn»* g to pr»ss irwee-pt thow marked 
'Sold Qwtl', obviawSly). 
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A hh, Commodore, The mak- 
ers of the machine we hold 
so dear to our hearts and r 
more importantly, the makers of the 
machine that keeps us here at The 
One in gainful employment, 

1993 has been a particularly tur- 
bulent time for them; rumours about 
going bust, rumours about whether 
or not they were working on a CD- 
based Amiga and then whether or 
not it would succeed, rumours about 
the hasty departure of Kelly Sumner, 
rumours about Nintendo’s interest in 
lheiru 6S I'm only surprised the 
amount of gossip surrounding the 
firm didn't catch the attention of 
Piers Morgan. 

Seeing as how a new year beckons, 
we decided to ask David Pleasance, 
Commodore's joint Managing Direc- 
tor, a few questions. The first of 
which Is how was 1993 for Com- 
modore? 

"From our point of view it's still 
not over yet/' states David [and it 
might be worth pointing out that 
this interview was conducted 
towards the tail-end of November). 
"W#'ve still got a few weeks left but 
| J d say that notwithstanding our cor- 
porate position, the last six months 
have been particularly good for us. 

"We haven't sold the 600 since 
March, so that's a deleted product as 
far as we're concerned, but the 
A1200, since its repricing, has been 
selling particularly well - we had a 
very successful summer, which is 


unheard of in the computer industry. 
S would say that in the six months to 
Christmas we will have sold some- 
thing around 160,000 A!20Qs f which 
is considerably more than I forecast. 

"The CD32 is looking like it will live 
up to our expectations but it J s sell- 
ing a little slower than we anticipat- 
ed, which I think is down to the kind 
of product that it is. A games console 
is unlike a computer in so much as 
they don't tend to sell that well 


throughout the year, instead they 
have quiet periods followed by peaks 
at times such as Christmas. Howev- 
er, my market research tells me that 
the CD32 is outselling the Mega CD 
by about three or four to one. l J m 
very pleased - by the end of the year 
I'm quietly confident that we will 
have sold 110,000 CD32s 

Thankfully, software support for 
the machine has begun to snowball 
- something David is particularly 


happy with, considering the amount 
of time the machine has been on-sale 
and the secrecy that surrounded its 
development. 

"Sy virtue of our absolute need to 
keep CD32 secret from our competi- 
tors, we put ourselves in a situation 
where we only let a handful of devel- 
opers know the machine was com- 
ing. Subsequently we are suf- 
fering from the fact that very 
few developers have had time 


Yes, we know that 
this part of the mag- 
azine usually covers 
games which have 
been lost in develop- 
ment, but we'd like 
to know where Com- 
modore stand with 
regards to their plans 
for next year and 
their thoughts on 
J 93. Simon Byron dis- 
cusses life, the 
universe and 
everything with Com- 
modore's MO David 
Pfeasance 


■ ■ * v -Mt 


WHERE ARE YOU... 


- ■ 



) 


F E A T U 




* 


The A12QQ, Commodore'* base 
machine for the future. 

to do anything Bearing in mind 
what IVe just said r our honesty in 
terms of telling the world about our 
financial position earlier on in the 
year worked against us because 
some developers decided to sit back 
and wait and see what happened. 

"So I think there was a reticence 
on the part of some developers to 
endeavour putting resources into 
something they weren't sure was 
going to be around. Most impor- 
tantly, nobody believed that we 
were going to put it out on time, 
when we actually managed to get it 
out early, 

"Having said all of those things, 
there are only one or two major 
developers in the entire computer 
industry that are not writing for and 
supporting the format. So that is 
very encouraging. I still believe that 
we will have between 50 and 70 
titles on the shelves by December 
1 5th, which, when you consider that 
the Mega CD has only got twelve 
titles at the moment, is very imprEs- 
sive/ 

David admits that the machine 
may have suffered because of the 
Amiga branding, especially when 
you consider that up until the advent 
of Microcosm and Liberation most of 
the machine's games were virtually 
direct ports of the A! 200 versions. 

"We all know it takes any devel- 
opment team around eight or nine 
months to produce good floppy 
games, but to produce a game which 
uses all the attributes of a CD-based 
machine obviously takes a lot longer 
The CD32 was conceptually designed 
and produced within eight months 
and has only been on the market for 
two months. It is impossible to have 
a software which makes full use of 
the CD32 within this period of time. 

' Having said that* if you look at 
products such as Microcosm, Rise Of 
The Robots and Liberation, you can 
see that there are many people who 
have the talent to produce games 
using all the power of the CD32. 
And r as they say in the movies, you 
ain't seen nothing yet! 

"We're working very closely with 
all the development teams and 
when they reach their first major 
obstacle we J re there to help. 
Then when they're getting near 


The A400Q. There will be nothing 
between this and an M 200 in the 
fq resea ble future. 

to completion, we help them with 
their debugging and cut their first 
gold disk for them. We're a very inte- 
gral part of helping to create CD32 
games." 

Having admitted that the CD32 
has suffered from the secrecy sur- 
rounding its development, David still 
believes that the decision to keep it 
under wraps was the right one, 

rj Qur fear was Sega or Nintendo 
may or may not have been able to 


The Short lived AfiOO. May it r«t in 
peace. 

hundred million* but our expenses 
were geared to supporting a billion 
dollar a year company. 

JJ So we decided to get out of the 
PC market, which involved restruc- 
turing the company and reducing 
some of our out-goings. We also 
decide that 16-bit technology was a 
bit passe and that we r d concentrate 
solely on the AT 200 and CD32, so we 
had to price down the A60O to 
enable the existing stock to be sold. 

"Ail our financial announcements 
were made in May r relative to the 
March quarter, so we recorded a 
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I believe that we will become 
seen and acknowledged as having the 
number one games console in the 
market, certainly in terms of techno 
logical su 


David pfeasance 
Commodore UK's joint MD 
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pool resources and scupper us. Given 
our financial circumstances we felt it 
was more important to develop tech- 
nology which leapfrogged our com- 
petitors. That was our White Knight 

- we were able to say to people, 
'Look, we've got ourselves in this 
mess, but this iis the product that is 
able to get us out of it." Without this 
admission I don't think we d have 
anywhere near the support we've 
had from people in the industry, I 
think we played it all absolutely right 

- we just couldn't afford to mess it 
up." 

This seems like a good time to 
clear up the rumours regarding Com- 
modore's financial position. So what 
happened during 19937 

■"Firstly r Commodore was very 
heavily involved in the DOS PC mar- 
ket, which is an area where most 
people involved have lost money/ 
confesses David. "If you look at our 
Ma rch Quarter results you can see 
that we had a 30% increase in PC 
sales but our revenue stayed the 
same, so for some considerable time 
we weren't making any money. This 
meant that our real turnover as a 
company was maybe four or five 


SI 87 million loss in total for that 
period. Before we announced our 
losses, we went to our creditors and 
told them what we were about do 
and outlined our new strategy; 
namely, to become a lean, mean 
company once again. They agreed to 
stand by us and since then we've 
reduced our losses to such an extent 
that by Christmas we'd become a 
profit-making company once again/ 

The computer industry is so 
embroiled in the future that it's con- 
tinually looking to kill off what it per- 
ceives as the weakest machine. Since 
the death of the Atari 5T, all eyes 
have focussed on the Amiga* with 
some declaring that this may well be 
the machine's last successful Christ- 
mas. Not so, according to David. 

■"We're running an advert with 
about twenty to twenty five senior 
industry figures outlining what they 
think of the state of the market, and 
I can assure you that everything is 
extremely buoyant- Everything, So in 
spite of what some are saying, the 
people who are dose to the Amiga 
know exactly what the situation is. 
The net result is that the market is 
still extremely supportive of us/ 



The machine that Commodore's 
hopes rest on - the CD32. 


David is certain of Commodore's 
goals for r 94. "I think that what we 
have to do is to consolidate our 
financial position and to continue to 
maximise our technological advan- 
tage/' he reckons. "We're investing 
a huge amount in research and 
development and I think well 
strengthen our position and enhance 
our reputation as the number one 
CD-ROM producers. I believe that we 
will become seen and acknowledged 
as having the number one games 
console in the market, certainly in 
terms of technological superiority." 

One of Commodore's major prob- 
lems is that they're tarnished by the 
mistakes of last year, when new 
machines were launched with fright- 
ening regularity. 

'it's true to say that sales have 
undoubtedly suffered from the 
A500/A500+/A600 farce, ri admits 
David, "which is a memory we're just 
about managing to shake off. Unfor- 
tunately, all the rumours of new 
machines wreak havoc - I've had peo- 
ple coming up to me and saying 
'Well, I would buy an A1200 but I 
think I'm better off waiting for the 
A1 400' - a machine that will not exist 
within the foreseeable future. 

"I can tell you that we're working 
on the next two generations of 
CD32s. although what they'll be like 
and when they'll happen is another 
thing entirely. Although things have 
a habit of changing rapidly, at this 
point in time I can say that these 
machines won't be available during 
the next twelve months. 

"I can absolutely, completely and 
utterly refute any reference to any 
product that is due to fall in between 
the A12G0 and the A4QOO I've had 
discussions as recently as last week* 
and although there's no doubt that 
the need for that kind of machine is 
there, the only hindrance is the price 
point - if I could produce a machine 
with that spec for less than £600 
then I would but. Unfortunately, the 
reality is that I never will." 
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A slight change of format this month as 
each member of The One team outlines 
his personal Amiga Top Ten from 1993 
and we list all the marks for all the 
games over the past year. See if you 
agree or not... 



DAVID UPCHURCH 

"Phew! Is it over 
already? Why, it only 
seems like five min- 
utes since we were 
bidding farewell to 
'92 and raising a glass 
to 'W. So has it been 
a good year? Easily, 
yes. The quality of the 
games has never been 
higher, the A1 200 "5 
been selling quicker 
than they can make 
the damn things and Commodore has weathered 
its financial storms unharmed. 

r, 1n fact, I reckon 1993 will go down as the 
most significant year in the development of the 
Amiga range since the ASOO’s launch back in 
1985. Why? The Amiga CD32, of course, If the 
machine is actually achieving the sales that Com- 
modore claim it is (through no fault of its 
appalling TV ad. I'll wager) then the future looks 
very rosy indeed, 

"Already, with games likes Liberation and 
Microcosm, we’re seeing just what the machine 
is capable of. And with superb games tike these 
more and more people will be attracted to the 
Amiga fold. (I'm beginning to sound like David 
Pleasance here), I wish the CD32 well: the 
machine is a brilliant piece of kit arid deserves to 
be a success. However, I do wish that Commodore 
would sort out the CD drive add-on for the 
A 1200... 

,J Vup, it's been one hefl of a year f and 1994 has 
the potential to he even better. One thing's for 
sure: those doom merchants who gloatingly pre- 
dicted the death of the Amiga have been proved 
to be talking out of their joystick ports. 

*By the way, has anyone seen Andrew Wright 
recently..,?" 



even said that they thought it was crap. Look, I 
know it's not going to be everybody’s cup of tea 
but 'crap'? Hardly. Even if the gameplay iis too 
complex to appeal, it deserves praise simply for 
its vastness and the quality of The graphics. 
Anyway, I think it r s superb - the best Amiga game 
ever - and I'll beat up anyone who says 
otherwise. Orlwight?" 


(2) SOCCER KID 
Krisalis 

r "l love a good platform game - and they don't 
come much gooder than Soccer Kid., It's beautiful 5 
|y crafted in absolutely every department, from 
sound to graphics, 
gameplay to difficulty. 

In fact, it looks so gor- 
geous it's hard to 
believe lt r 5 running On 
a basic A500. Stunning, 

Brian. Perhaps they 
should make 'Ver Kid' 
the new manager of 
England?" 

(3) DESERT STRIKE 
Electronic Arts 

''Now this is a real rarity - a shoot-'em-up that 
requires a little, and occasionally a lot, of brains 
to play... plus a hyper-active trigger finger, natch. 
A conversion from console land. Desert Strike has 
been enhanced in just about every department 
making it even better than the Mega Drive origi- 
nal. something which always scores points with a 
rabid Amiga lover like me," 

(4) SPACE HULK 
Electronic Arts 

"How many games do you know that have a real 
atmosphere of suspense and tension? Very few, 
I'll bet. Space Hulk is definitely one of that select 
band. If you can find a scarier game than this, 
well, you can keep it - after playing Space Hulk I 
have enough trouble sleeping at nights as it is. A 
superior blend of action and strategy, Space Hulk 
deserves to be in your software collection MOW!" 



(1) FRONTIER: ELITE 2 



GameTek 

"A lot of people have written in complaining 
that I rated Frontier far too highly. Some 


i (5) INDIANA JONES AND 
THE FATE OF ATLANTIS 
! US Gold 


"As far as I'm concerned LucasArts can do no 
wrong and this game maintains their well-earned 
reputation for quality. It would have featured 
more highly in my top ten if it wasn't for the 
ridiculous amount of disk swapping single-drive 
owners have to endure and the occasional s-ho- 
w-«i-e-s-s in crowded places. You should buy it 
now, partly because it's likely to be Lucas Arts' 
last Amiga game, Boo-hoof' 1 


I (6) DUNE 2 
! Virgin 

"Normally strategy games leave me colder than 
deep-frozen cod fillet, so you can imagine how 
suspiciously I approached Pune 2. But as it turned 
out it was corker; very playable and incredibly 
atmospheric with some excellent sampled speech. 
And you get to kill lots of people too. Spice min- 
ing has never been so much fun. Apparently. ' 

! (7) ALIEN BREED 2 
i Team 17 

i "All good things to those who wait, so the saying 
goes. And 'good things' don't get any better than 
this excellent sequel to the classic original. More 
aliens, more weapons more levels, more action - 
what 'more' could you ask for? And as for those 
people complaining it's too easy - yeah, right. 
Apparently the next one will be in 3D. What's the 
i betting they'll name it Alien Breed 3D? I can't 
■ wait.,," 


| (8) HIRED GUNS 

| Psygnosis 

"A bit of a departure for DMA Design from the 
cutesy excesses of Lemmings 2, Hired Guns scored 
in my book for being so damn nasty. There's a 
vicious thrill to be had from zapping sweet little 
And rex puppies in dark passageways - but, I has- 
ten to add, not in real life, of course. The only bad 
point is it's so bloody tough but - hey! - I lurve a 
; challenge " 


(9) THE LOST VIKINGS 
Interplay 

"Although I liked Lemmings 2 lots* I found this 
arcade puzzler more enjoyable to play, mainly due 
to its greater emphasis on arcade action than pur- 
ples and also due to 


the beautifully 
j animated Viking char- 
acters. The game also 
holds a special place 
in my heart for inspir- 
ing possibly our 
greatest spineline of 
the year - r Norse-y but 
nice!' Classic." 
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j (10) SYNDICATE 
i Electronic Arts 

"Like Hired Guns, this has a high blood -an d-bodies 
count and is all the better for it. (Are you getting 
the impression that l r m a vicious llittle so-and-so?) 
The Sladerunner-ish graphics and sombre music 
combined with superb strategy-based gameplay 
made this one of this year's few games that I 
played all the way through to the end. Brill." 
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SIMON BYRON 

"When we decided to 
write a Recommend- 
ed Special Edition 
[Director's Cut) out- 
lining our top ten 
games of 1993, I 
thought it would be 
an easy task, i kike to 
consider myself as an 
arcade-y kind of 
games player - if you 
asked me whether or 
not I like HPGs or 
strategy game's I d generally respond with the 
negative - and l imagined that my list would con- 
sist entirely of reaction-testing blasters. So how 
many RPG/strategy games make it into my per- 
sonal Top Ten? Five. Embarrassing, isn't it? 

"But that's not to say that we haven't had our 
fair share of excellent shoot- 'em-ups, puzzle 
games and flight si ms, In fact, I reckon that 1993 
will go down as the best year all-round for the 
Amiga. We J ve seen a decline in crap releases 
(although Super Sports Challenge is the obvious 
exception here) offset by a remarkable amount of 
decent games - you only have to look at the 
round-up over the page for conformation of this. 
Which has to be a good thing. And if software 
publishers would only wake up to the fact that 
the Amiga most definitely isn't a dying format 
then I can only see this positive trend continuing. 

"By the way. Beneath A Steel Sky isn't featured 
here because it's not out until January, but I'd 
guess that if I was able to include it then it would 
he either number one or number two. Can some- 
one please remind me about it next year? 
Thanks." 


(1) LIBERATION 
Mtrtdscape 

‘'Possibly the most impressive release of the year, 
Tony Crowther and Hess Goodley's absolutely 
breathtaking adventure ii quite simply the most 
absorbing game l J ve ever played. The Cyberpunk 
atmosphere is maintained brilliantly and the 
sheer las lability of Liberation should ensure that 
the CD 3 2 sells by the bucketload." 


(2) CANNON FODDER 
Virgin 



“Those Sensible boys just don't know when to 
quit, do they? Not only do they ruin any chance 
of us going more than an hour without sneaking 
over to the Amiga and challenging someone to a 
9 ame of soccer, but they're dl» ensured that not 
thirty minutes go by without us going over to the 
Amiga and embarking on one of the most 
playable arcade blood tests you're likely to come 
across. The gits, " 


(3) DUNE 2 
Virgin 

"Even though the game pi ay doesn't vary that 
much from mission to mission and a level will 
take you at least an hour and a half to play 
through, remarkably, Dune 2 never becomes bor- 
ing. Not once. The speech and sound effects 
enhance the overall atmosphere (that word again) 
and the gameplay is as finely tuned as a grand 
piano. This beats Sim City hands down as far as 
I'm concerned, mainly because you get to kill peo- 
ple." 


(4) DESERT STRIKE 
Electronic Arts 

"Although I like the odd mindless shoot- em-up as 
much as the next man, this stunner from EA is 
rated so highly mainly because there’s as much 
brain work as trigger action. Balancing the need 
to conserve your ammo and fuel against sweep- 
ing across the terrain guns-a blazing elevates 
Desert Strike to classic status and if its chart suc- 
cess is anything to go by r l r m certainly not in the 
minority here." 


(7) HIRED GUN5 

Psygnoiis 

"Another RPG. Damn - I'll develop hideous acne in 
a minute and start spotting trains.. But then 
again, I'm not embarrassed by being a self-con- 
fessed Hired Guns addict - the game «s polished to 
perfection in every area and plays like a dream, 

Its only problem is that it's a bit too hard but if 
you fancy a challenge then you can t go wrong 
here." 


(8) SUPERFROG 
Team 17 




(5) SPACE HULK 
Electronic Arts 

"I was hooked on this little beauty ever since we 
received the demo and thankfully the final game 
turned out to be even better. Space Hulk is quite 
possibly the scariest game you'll ever come across 
- it manages to sustain the tension during every 
single second - and the arcade action is coupled 
brilliantly by the strategic requirements needed 
to reach the latter missions" 

(6) FLASHBACK 
US Gold 

"Yes. I apologise. Back in March I proclaimed this 
to be the game of the year and here I am rating it 
as my sixth favourite. Still, this isn't a bad show- 
ing by any means and as far as arcade adventures 
go, Flashback is one of the slickest around. 
Although it is perhaps a bit too sprawling for its 
own good, the continuity and surprising storyline 
still stand up well a good nine months on." 


"As far as I'm concerned, this Team 1? release is 
quite possibly their best yet. There are hideously 
tricky levels to negotiate but the control method 
is so finely-tuned that if you do end up as a 
Frenchman's dinner then it F $ through no fault of 
your own. What it lack* in originality it makes up 
for in sheer enjoyment and although some 
wouldn't agree with me I really couldn't care 
less-" 


(9) THE SETTLERS 
Blue Byte 

"One of the surprise hits 
of the year. The Settlers 
combines traditional 
'Sim' game pi ay with 
fantastically cute graph- 
ics. The animation of the 
tiny Settlers is enough 
to make a grown man go ga-ga and, thankfully, 
this is just the icing on an already tasty cake. If 
your the slightest bit hesitant about buying this 
kind of game then The Settlers should be enough 
to convert you." 

(10) GUNSHIP 2000 
Micro Prose 
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"I nearly forgot to include this one (sorry Alien 
Breed 2}, but on reflection Gunship 2000 has 
earned its place in Amiga gaming history by 
virtue of being one of the slickest and most fun 
flight $ims available. The 3D game-engine is one 
of the fastest around and the mission and ter 
rain designs constantly keep you on your 
toes. Right smart, and no mistake " 





E C O M M E N 



MATT BROUGHTON 

Having started writ- : 
ing for The One back 
in June, this has to j 
have been the most 
interesting year for i 
me as far as Amiga 
games go The jour- j 
ney from humble : 
reader to 'man on the 
inside" hasn't been j 
easy, but I think I ve 
managed okay. 

"Trying to think 
back over the year, the first thing that springs to 
mind is the number of long-awaited sequels that 
we r ve had. Elite 2, Uridium 2. Alien Breed 2, Zool 
2 and Body Blows Galactic all finally made it onto 
the Amiga, and in honesty, i doubt well ever 
experience anything quite like Frontier's bus? 
again. {I hope Tm wrong, though). 

"Once again the At 200 didn't receive the soft- \ 
ware it deserved r but with the launch of the mag- 
nificent CD32, perhaps now we'll start to see 
what the Amiga is really capable of. It seems that 
A1200 owners have so far had to make do with 
standard games, slightly tweaked with addition- 
al graphics and sound, on the shelves three or 
four months after the original A5GG versions. Per- : 
haps now we'll see CD32 and A12GQ versions 
being developed together - though I've yet to be 
convinced that the industry will ever use the CD ■ 
format as anything other than just a good way of ; 
making the same games look and sound more j 
juicy. I hope we don't have to start reviewing 
games just for their intro sequences ! 

"And 1394? Well the Amiga is alive and well | 
and, from the look of things, In for another year i 
of people saying that it's dead.. Still, what do they 
know? Merry Christmas," 
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(1) THE SETTLERS 
Blue Byte 



"If there was ever a game bristling with charac- 
ter, it's this darling. I've never been as upset over 
a computer game as when I've had to turn off a 
Settlers game - killing hundreds of innocent 
beings going about their daily business. Apart 
from being a damn fine game. The Settlers has 
given people like you and me the chance to have 
a living, breathing world inside our Amiga*. Just 
brilliant." 


(2) JETSTRVKE 
Rasputin 
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It wouldn't surprise me if I'm the only person 
that ever goes on about this game, as it’s the 
sort that only shows its brilliance once you've 
given it a lot of time, I particularly like it 
because it reminds us that games are good 


D E D 


because of gameplay * not just because they look, 
sound and are marketed as if they are- Here 
endeth the lesson .” 



(2) FURY OF THE FURRIE5 
AAindscape 

' A simple game in theory, made brilliant by some 
well thought out graphks r and some excellent 
character injections- This has all the winning 
qualifies of Lemmings, but without being 
anything like it - a first in itself. Easy puzzles 
made playable and difficult puzzles made fun, I 
hope we see these guys again soon - especially 
the Green one! w 


(4) FRONTIER: ELITE 2 

Gametek 



""1 993 wm without a doubt Frontier year, and the 
incredible number of calls we received only hint- 
ed at just how wail the game would do. Although 
the final product was spoilt with silly bugs r it still 
has to be credited for its value for money - being 
the sort of game that you could explore forever. 
It's also meant that I've managed to meet an old 
hero of mine, David Brabem not to mention being 
'forced 1 to play it to write the Flayer's Guide?" 

(5) FLASHBACK 
Oelphin 

"The Settlers may have bulged with character, 
but as far as I'm concerned, nothing can touch 
Flashback in terms of realism and atmosphere- 
For a while, I was Conrad, and I did roll, jump and 
shoot at nasty things whereas most games rely 
on fantasy for their success. Flashback took you 
to a real alternative world - and then left you 
there- Incredible ! * 


(6) CANNON FODDER 
Virgin 

'“Out the window with atmosphere and plot, and 
in with sheer fun and exquisite game play. 
Cannon Fodder has ail the trademarks of a clas- 
sic, with an excellent variation of an old idea. 
What could he more fun (and less humane) than 
running around killing soldiers and blowing up 
houses? See r you can't think of anything! Nor 
could Sensible Software, and thank Zod for that.” 



(7) SYNDICATE 
Bullfrog 


“Back in the world of atmosphere, Syndicate 
scores In a similar way to Flashback, by holding 
the illusion perfectly. Most games fail to hold 
their plot because of flaws in the world around 
it, but wandering around the intrigue-filled cities 
of Syndicate was as good as being there- And p of 
course, my violence award of 1933 goes to the 
flame thrower victims. Toast anyone?" 


(8) SPACE HULK 
Electronic Arts 

"There aren't many games that Have made me 
physically sweat (in fact I think the last thing 
that did that was the footstep noise in Dungeon 



Master) hut Space Hulk did this and more. With 
creepy sound effects and a perfect claustropho- 
bic atmosphere - I reaily was stuck down a corri- 


dor with two dead mates and a ship full of aliens, 
Panic like never before.” 

|(9) INDIANA JONES AND 
| THE LOST FATE OF 
I ATLANTIS (Adventure) 

| LucasArts 

Ji As far as l J m concerned, this was best adventure 
on the Amiga in 1993 - and second ever to Legend 
of Kyrandiii (Malcolm is just the best!). An excel- 
lent adventure, with some clever ideas, made 
even better by the choice of 'paths', although 
slightly hindered by its speed and disk swapping 
problems. Nonetheless, a classic in Amiga adven- 
j turing.” 

| (10) DUNE 2 
i Virgin 

"The sort of game to he played over a number of 
months. Dune 2 took strategy and planning to a 
new height. It teases you with the promise of 
new toys as you progress, whilst keeping the 
mixture of action and strategy at a constant 
level. Not the sort of thing you can do justice to 
unless you've got a decent number of hours to 
dedicate to It. Fortunately, I have. Fortunately, I 
did." 
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THE COMPLETE 



Here it is - every original game reviewed during 1993 (over 150 of them!). It all makes 
for interesting reading, wouldn't you agree? 


JANUARY 

Street Fighter 3 

Indiana Janei 

and the Fate of Atlantis 

KGB 

Kmsty's Super Funhouse 

Robosporfc 

Tparaway Thomas 

VU. ix works 

TV Sports Boxing 

Alien 3 

Cytron 

UGH I 

Cool World 
Goblims 2 

Leeds Lfl'b ci Champs ns! 


FEBRUARY 

The Chaos Engine 
Mich Faldo's 
Championship Go If 
Sleepwalker 
Bagnarok 

History! ine 1 914-1 91# 

Darkseed 

Tralk 

Dalek Attack 

WwF European Rampage 
A VSR Harrier Assault 
Oregon’s Lair 2 
Euro Soccer 

Joe & Mat Caveman Ninja 


MARCH 


US Gold 

US G old 
V I rgin 

Acclaim 

Ocean 

iEuroprtif 

AccnJade 

Mindscapp 

Acclaim 

Psygnu-fi* 

Global 

Pttin 

Cuktel Vision 
CPS 


Renegade 

Grandstand 
Ocean 
Mirage 
Blue Byte 
Cyberd reams 
Flair 
Admiral 1 
Ocean 

DCiYidrk 

Empire 

Flair 

Elite 


APRIL 

Desert Strike 
Superfrog 
Arabian Mights 
Combat Air Patrol 
Chuck Rack ? 

Prime Mover 
Abandoned Places 2 
Space Crusade: 

The Voy aye Beyond 
A-Train 


Electronic Art? 
Team 17 
Krisalis 
Psygnosis 
Core Design 
Piyg nosis 
ICC 

Gremlin 

Mauls 


89% 

88% 

Hh.% 

84% 

8Q% 

78% 

78% 

76% 

74% 

72% 

71% 

62% 

47% 

1S% 


9.5% 

85% 

84% 

82% 

81% 

80% 

B0% 

63% 

4fi% 

41% 

38% 

28% 

22% 


93% 

93% 

90% 

33% 

86% 

78% 

77% 

77% 
7 5% 


MAY 

B17 Flying Fortress 

Beaver* 

Nippon Safes Inc, 

Sc rabbi v 
5 ink Or Swim 

Championship Manager '93 
Graham Goucb Cricket 
Cohort Z 

Tom Landry Strategy Football 


JUNE 


Goal! 

The Lott Vikings 

Worlds Of Legend 

The Ancir-nl Art of 

War in the Skies 

Woody's World 

N uman Race: Jurassic Levels 

Morph 

Super Cauldron 
Fi rehawk 
Entity 

International 
Rugby Challenge 


JULY 


Flashback 

US Gold 

93% ; 

Body Blows 

Team 17 

92% ;i 

Lemmings 2 

Piygrtofis 

91% | 

Lionheart 

Thai mo 

31% 3 

Universal Monster* 

Ocean 

84% : 

Walker 

Psygnosis 

81% ; 

Eaudus 

Global 

71% [ 

Creature* 

Thalamus 

63% : 

Tranitrrtica 

Silmarils 

67% j 

Crystal Kingdom Dizzy 

todemastar* 

63% : 


Dune 2 
<a unship 2 00-0 

SyndicdtE 
Ishar 2 
B A T. 2 

One Step Beyond 
War In The Gulf 
A320 Airbus USA 
D-Day 


AUGUST 

Battle Isle "93 
Deep Com 
Beastlord 
Campaign 

Galactic Warrior Rats 
Universal Warrior 
Sim Life 
1889 

Global Gladiators 
Micky 2 

whale' t Voyage 


SEPTEMBER 

Soccer Kid 
Hired Guns 
PrejYiivr Manager Z 
YO ! JO# !' 

The Patrician 


MicroPros 
Grandslam 
Global 
US Gold 

Zeppelin Premier 
Dom ark 
Audiogenic 

Impressions 

Merit 



Mean Arenas 

ICE 

01% 


Blades Of Destiny 

US Gold 

73% 

84% ■ 
84% : 

Diggers 

M i 1 1 tin mu m 

70% 

Blob 

International Open 

Core Design 

67% 

83% r 

Golf Challenge 

Ocean 

51% 

82% j 

lucky Wilson's Dart* 

Zepplin Platinum 

49% 

80% j 

Fistfighter 

Zepplin Platinum 

36% 

80% i 

Napoleonic? 

CCS 

23% 

65% ■ 
63% j 
58% j 

Super Sport Challenge 

Mic raids 

14% 


Virgin 

Interplay 

Mindscape 

M i cro prose 
Global Software 
Mirage 
Millennium 
Titus 

Co-demasters 
Lor it 1*1 

Oomark 


31% 

30% 

es% 


OCTOBER 

Space Hulk 
Jurassic Park 
Micro Machines 
overkill 
Alfred Chicken 


Electronic Arts 
ocean 

Codpmasters 

Mindscape 

Mindscape 


79% 

Gearwnnk* 

Software Business 

73% 

F17 Challenge 

Irani 17 

78% 

Disposable Hero 

Gremlin 

77% 

Blastar 

Cure Design 

59% 

Bob's Bad Day 

Fsygnosi* 

5S% 

Burning Rubber 

Ocean 

52% 

European Champion* 

Ocean 


Thomas the Tank Engine 2 

Alternative 


37% Huckleberry Hound 


NOVEMBER 


Alternative 


ICE 

Grandiiam 

Empire 

Alternative 

Zeppeiln Pl*tinu i 

Mindscape 

Flair 

virgin 

Microids 

Flair 


81% 
B0% 
BD : -i 
B0% 
80% 
74% 
71% 
68 % 
66 % 
51% 


Krisalis 
Psygnosis 
Gremlin 
Play Byte 
Aicon 


93% 

91% 

90% 

S4% 

82% 


DECEMBER 

Liberation: Captive Z 

Cannon Fodder 

Alien Rreed 2 

Stardust 

The Settlers 

Body Blows Galactic 

Second Samurai 

Wonder Dog 

Star Trek 

Globdule 

Perihelion 

F417A Stealth Fighter 
Magic Boy 
Kingmaker 
Cyberpunk* 

Suburban Commando 


Mindscape 
Virgin 
Team 17 
Date 

Blue Byte 
Team if 
Psygnosis 
Core Design 
Interplay 
Psygnosis 
Psygnosis 
Micro Prose 
Empire 
US Gold 
Tore Design 
Alternative 


91% 

89% 

83% 

83% 

66% 

B4% 

B4% 

83% 

81% 

80% 

7B% 

56% 

17% 


Virgin 

30% 

Frontier: Elite 2 

Gametek 

96% 

MicroPro se 

30% 

Beneath A Steel Sky 

Virgin 

99% 

Electronic Arts 

8B% 

Uridium 2 

Renegade 

91% 

Silm.inJs 

36% 

Brutal Sports Football 

Millennium 

88% 

UBi Sett 

B4% 

Qwahl 

Team 17 

BB% 

□ream 

BJ% 

Wiz 'n J Lix 

Psygnosis 

86% 

Empire 

82% 

Overdrive 

Team 17 

83% 

ThllEon 

81% 

Donkl 

Supervision 

90% 

US Gold 

64% 

Oicir 

Flair 

79% 



Turrican 3 

Renegade 

79% 



THtatri Of Death 

Psygnosis 

74% 



CardiaxM 

Wm 17 

66% 



Dogfight 

MiCroProse 

62% 

Blue Byte 

B3% 





94% 

9J% 

91% 

91% 

90% 

87% 

87% 

84% 

83% 

82% 

82% 

80% 

73% 

67% 

53% 

45% 
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Hi, David the Editor here. Normally it's Simon the Deputy 
who does the Next Month! page but this issue I've decided to 
take over the reigns. You see, I've been less than happy with 
his performance over the last few months. 

Oh, there's been nothing wrong with his writing - it was 
probably very entertaining, especially if you have the IQ of a 
four-year-old goat. No, the problem lies with his accuracy. 
Basically, he's been lying. And worse, he's been lying to you, 
my beloved readers. 

I've been studying his so-called 'Next Month page' and 
have found it to be full of fallacies, errors and, on occasion, 
sheer made-up rubbish. Take last month, for example. Simon 
(or Simski as he decided to rename himself} promised you a 
review of Hero Quest 2 this month, but where is it? Nowhere 
to be seen. 

So now I'm here to put things straight. Obviously it's diffi- 
cult getting the facts right about what's going to appear in 
the next issue so I've decided, after much thought, to tell 
you what was in the last issue. That way V can be sure of giv- 
ing you 100% accurate information. That should put an end 
to the letters of complaint. 


MONTH! 
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With David 

If you thought this Xmas special issue was good, you should've seen 
last month's! We had a whole goody beg of excellence waiting for you. 
Just feast your eyes on this 
little lot... 

• HEIMDALL 2! 

Yes! In ft complete and litter world exclusive we took the wraps off Core Design's stunning sequel in 
this, the first instalment of a major three-part Work In Progress, the second of which you read this 
month! 

■ 

• LIBERATION! 

It’s the game they were all talking about! Mind sea p* unveiled their incredible CD32-only RPG! It was 
a corker! 

• FRONTIER: ELITE 2! 

Maybe, Just maybe, we might have reviewed this last issue! Or, then again, it might have been the 
month before, You'll just have to not wait and see, 

• DISKS! DISKS! DISKS! 

Could you believe it? Alien Breed 2 , Brian the Lion and Bob's Bad Day were all on last month's incred- 
ible disks! 

Wasn't that a lot better? None of Simon's usual rubbish, if he was doing 
it he'd probably be saying things like "OoK, we mi^ht have an exclusive 
demo of Rise Of The Robots, the brilliant new beat-'em-up from 
Mirage." Or "Ummm, there'll probably be a review of Darkmere, the 
long-awaited isometric adventure from Core." Or "Look out for the 
full review of the finished version of Seek & Destroy." But you 
didn't get any of that guff from me. 

Ta-ta for now. 


With David Upchurch 

December issue 
was on sale 
28th November 
1993. 

As good now as 
it ever was. 
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HERO QUEST 2 - Mare than likely. 
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SEEK & DESTROY - Prdps 








Core Deiig-i Limited -Tnadewjrdi House 
69-71 A Ashbourne Rood ■ Derby DE22 3FS 
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great graphics and some awesomely boppy 
soundtracks, it's a platform game that just c rips class %% 


won 


rawn 
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platformer I've played in ages 
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Travel the galaxy visiting worlds where the 
unexpected is the norm. Seek out and defeat 
the marauding General Von Ruff bore and 
his evil Pitbullies on your own planet, K9. 

The ultimate challenge for any 
streetwise young pup. 
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WHEN THE STREET JUST AINT 

TOUGH ENOUGH... 

GO PLAY IN THE PARK 


F ITS NOT JURASSIC PARK ITS EXTINCT 


JURASSIC PARK 
GAMEPLA Y HELPLINE 


CALL 0319 654154 


PC COMPATIBLES 
CBM AMIGA 
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